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IntrocHiction 


When the dead first started rising and attacking the 
living, reports were largely suppressed out of fear 
that the truth would lead to widespread panic. As 
a result, most citizens were completely unaware of 
the horrific incidents happening around them. But 
what started out with a few isolated cases quickly 
spread into a full-scale epidemic — an epidemic that 
couldn't be ignored or covered up. Quarantines 
were established and evacuation orders were 
issued, but the infection spread faster than the 
government and military could respond. Soon, 
entire cities and regions were overrun with the 
infected. The root cause of the outbreak appears 
to be a virus or infection that causes the death 
and reanimation of affected individuals. Upon 
reanimation, corpses retain the same motor skills 
as a normal living human but lack all cognitive 
functions and reasoning. As a result, the undead 
seem to have only one purpose:to attack and kill 
the living. There is no cure for the infection.The only 
hope is to escape it and the thousands of zombies 
who have succumbed to it. 

This guide is filled with vital information to help you 
and your teammates survive the zombie apocalypse 
in Left 4 Dead. Included are proven and field-tested 
zombie-countering tactics with an emphasis on 
teamwork — a crucial component to any successful 
escape attempt. Later in the guide, all four movies 
are covered in-depth, including detailed maps 
illustrating the quickest path from one safe house 
to the next. So set aside your shotgun and read 
up. The information in this 
guide could save your life 
and those of your - 

teammates. ^ 
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Fundamentals 


In terms of physical gameplay. Left 4 Dead plays 
similarly to other first-person shooters, but there are 
some minor differences in the control scheme and 
health system that you should be aware of before 
jumping into action. 

Default Controls 
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Flashlight: You always have access to a 
flashlight regardless of which weapon 
you're carrying. It can be toggled on and 
off — if on, the flashlight icon is white. 
The flashlight can agitate and startle 
some infected, so use it sparingly. 

First Aid Kit: Each survivor can carry one 
first aid kit. If you have one, this white 
icon appears; otherwise it's grayed out. 
First aid kits can be used to heal yourself 
or other survivors. 


Aiming Reticle: This crosshair icon is 
superimposed on the HUD and shows 
where your weapon is aiming — place the 
icon over a target to shoot it. The size of 
the reticle differs based on the weapon 
currently selected, indicating accuracy. 
Rifles are more accurate than shotguns and 
thus have a tighter reticle. The reticle also 
expands during movement and as a result 
of recoil, indicating a decrease in accuracy. 
For optimal accuracy, fire from a stationary 
position, preferably while crouched, and go 
easy on the trigger when firing automatic 
weapons. 

Avatar Portrait: This image shows which 
survivor you're playing as: Bill, Francis, 
Louis, or Zoey. 

Health Bar: This bar indicates how much 
health your character has. If the bar is 
green, your character is healthy, but if 
the bar is orange or red, your character 
is injured and requires medical 
assistance. A movement penalty is 
applied to characters with low health, 
reducing their maximum speed. 


Pills: Survivors can each carry one bottle 
of pills, too. These painkillers replenish 
hit points but don't completely heal like 
first aid kits. They can be consumed by 
yourself or handed to other survivors in 
need of health. 


Pipe Bomb/Molotov: Only one hand- 
tossed weapon can be carried at a time, 
represented by a white icon in this 
inventory slot. 

Primary Weapon: The silhouette icon 
represents which primary weapon your 
character is carrying. 

Ammo in Magazine: This number 
indicates how many rounds remain in 
the weapon's current magazine. When 
the number reaches zero, a new 
magazine must be loaded to resume 
firing. 


Hit Points: This is a numerical 
representation of how much health your 
character has. 


Inventory: These four icons show what 
items your character is carrying. 
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Total Ammo CountiThis number 
represents how much surplus ammo your 
character is carrying. It does not include 
rounds loaded into an active magazine. 
When this number reaches zero, you must 
find more ammo before reloading. 

Secondary Weapon: This icon represents 
which backup weapon you're equipped with 
a single pistol or dual pistols. 

Ammo in Magazine: This number 
represents how much ammo is left in your 
secondary weapon's magazine(s). A single 


want to move and use the proper inputs (based 
on your platform) to advance in that direction. 
Walking is obviously slower than running, but it 
is also stealthier and less likely to draw unwanted 
attention from the infected. For even stealthier 
movement, drop to a crouch. Crouched movement 
is incredibly slow but is by far the best way to sneak 
around, particularly when attempting to slip past a 
Witch. In rare circumstances you may be forced to 
swim. This sometimes occurs in Death Toll during 
the riverfront finale. Movement in the water is 
identical to movement on land, so swim to the shore 
as quickly as possible. 


pistol can hold 15 rounds; dual pistols 
carry 30 total. When the number reaches 
zero, the weapon(s) must be reloaded. The 
pistol has unlimited ammo and can be 
reloaded anytime. 

Teammate Health Bars: The health status of 
all three of your teammates is visible along 
the bottom of the screen, along with their 
names and associated avatar portrait. 



Teammate Health Supplies: If your teammates 
are carrying first aid kits or pills, small icons of 
each appear next to their avatar portraits, just 
above their health bars. Consider asking them 
for help if you need to heal. 

Movement 



Ranged Combat 



Firearms have been proven the most effective 
method of neutralizing the infected, so all survivors 


must be well versed in how these weapons 


operate. Although each weapon in Left 4 Dead has 


All major methods of transportation have been 
either destroyed or rendered useless. Streets are 
littered with abandoned cars effectively serving 
as roadblocks.Train lines are blocked by derailed 
cars. Airport runways are littered with the wreckag 
of crashed aircraft. So escaping on foot is the 
only option. Walking and running are the primary 
forms of movement and function as in any other 
■ - it •• first-person shooter — look in the direction you 


its own characteristics, they all function similarly. 

The crosshair icon in the center of the HUD is the 
weapon's aiming reticle. Simply place this over a 
target and squeeze the trigger. The size of the reticle 
indicates how accurate you are based on weapon 
selection and the stability of your current firing 
position. If the crosshair icon is small, your shots are 
quite accurate, but if the crosshair icon is spread 
out, it indicates poor accuracy. Accuracy can be 
improved by firing from a stationary or crouched 





Melee Combat 


Bosition — watch as the crosshair icon corist£icts as 
you halt movement. ' , 


So where do you shoot a zombie? Don't believe 
the rumors stating a headshot is the only way to 
kill the common infected.This simply isn't true. 
While headshots always prove fatal, zombies 
can be killed by shooting them in the torso or 
limbs — severing limbs with shotguns, sniper rifles, 
or assault rifles is just as lethal as a headshot. 
Because of the zombies' speed, scoring headshots 
can be difficult to pull off, so simply aim for center 
mass. It may take more rounds to stop a zombie in 
this fashion, but the torso presents a much larger 
target, helping ensure your bullets find their mark. 

When using automatic weapons, holding down 
the trigger fires off a continuous stream of rounds. 
The increased rate of fire can come in handy 
during chaotic swarm attacks, but this benefit 
is offset by a lack of accuracy (due to recoil) and 
increased ammo consumption. Therefore, exercise 
extreme restraint when using automatic weapons. 
To maintain accuracy and conserve ammo, never 
fire more than 3-4 rounds per burst. Ammo is 
often hard to come by, so the more you waste with 
automatic bursts the more you put your team at 
greater risk if your stores run dry. Another way 
to conserve ammo is by equipping your pistol. 
Pistols never run out of ammo and should be used 
regularly, particularly when engaging individual 
common infected. Save your automatic weapons 
for engaging larger groups. 
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All firearms can be used as melee weapons during 
close encounters with the infected. Simply aim at 
a target and press the melee attack button or key. 
Melee attacks are rarely fatal, but they're useful 
for knocking zombies backward, often allowing 
you a better chance to take aim and kill them 
with a head or torso shot. Melee attacks can be 
performed anytime, even while reloading a firearm. 
This is particularly useful when performing a 
lengthy reload on a shotgun or sniper rifle. When 
confronting gassy, bile-filled Boomers, melee attacks 
are essential. If you shoot a Boomer at close range, 
you and your teammates will get slimed with bile as 
the grotesque threat explodes, prompting a swarm 
attack. To avoid this, always melee Boomers first and 
shoot them only when you're a safe distance away. 
Melee attacks are also the preferred method of 
knocking a Hunter off a pinned teammate or freeing 
a buddy ensnared by a Smoker's tongue. It may take 
some practice, but performing melee attacks should 
become second nature when encountering threats 
at point-blank range. 

Health Management 




* * 

Yduje vulnerable to attacks while using 
a firlst aid kit, so make sure a teammate 
watches your back as you heal. 
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Health is governed by a basic hit point system. Every 
player starts out with 1 00 hit points and loses health 
while taking damage from infected attacks, friendly 
fire, or by falling from a great height. If you have 
50 hit points or more, you're considered healthy, 
as indicated by a green health bar, and can move 
at full speed. But as your health dips below 50 hit 
points you're considered wounded (indicated by 
an orange health bar) and suffer a slight movement 
penalty, causing your character to limp. If your 
health drops below 1 5 hit points the health bar 
turns red, indicating your character is in critical 
condition and in need of first aid. At this point 
movement is slowed even more, making it difficult 
to keep up with healthy teammates. So heal up or at 
least ask your teammates to slow down to prevent 
being left behind. First aid kits are the best way to 
heal. You can either heal yourself with a first aid kit 
or have a teammate heal you. Pills are another way 
to gain health, but they are more of a temporary 
solution. While pills recover hit points they do not 
completely heal, as indicated by the dashed vertical 
lines in the health bar. For example, if you use pills 
while your health bar is in the orange zone, it will 
remain orange after using pills even if your hit point 
level is above 50. As a result, you still suffer from a 
movement penalty. 


Incapacitotion 



When characters lose all their hit points, they fall to 
the ground, incapacitated. The avatar portrait and 
health bar in the bottom-right corner of the screen is 
replaced with a new interface during this phase, with 
an icon showing your character on his or her back 
and a new health bar filled with red dashed vertical 
lines. At the start of incapacitation your character 
has 300 hit points in this new health bar. These hit 
points slowly melt away over time and can disappear 


rapidly if you're attacked. Fortunately, you can still . 
look around and fire your pistol(s) while lying on 
your back, providing some self defense. But you must 
rely on a teammate to revive you before you can 
get back on your feet — to revive a fallen teammate, 
stand over him or her and press and hold the use 
button/key. If all teammates are incapacitated at 
once, there's nobody left to revive, bringing the 
round to an end. Once you've been revived you're 
given 30 temporary hit points, as indicated by red 
dashed lines in your health bar — you must heal 
quickly before you run out of health. A player can 
be revived three times per map; after the third time, 
you can still heal to full health, but if your health bar/ 
hit points are depleted again, you simply die instead 
of becoming incapacitated. If you die in the co-op 
campaign or single-player, your character respawns 
in a "spawn closet."These are small rooms scattered 
throughout the map.To be released from a closet a 
teammate must open the door, at 
which point you can . 

rejoin your team. In 
versus mode, there ? 
are no 
respawns. 


TIP 
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Premise and Game 
Modes 

The premise of Left 4 Dead is quite simple and 
shares the same basic concepts across all four game 
modes. As a character in a B-grade horror movie, you 
are part of a group of four survivors who must travel 
through zombie-infested environments in search 
of rescue. Each ofthe four stand-alone movies 
consists of five maps that your group of survivors 
must advance through, stopping at safe houses at 
the end of each map, where they can find supplies 
and weapons. In the final map of each movie, your 
group of survivors must withstand a massive attack 
by the infected called a finale. If they survive the 
finale, they can board a rescue vehicle and escape. 
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bringing the movie to an end.The basic pr^£afse 
of survivors traveling from point A to point B is 
carried over through the following game modes, 


'If yoU|ic;^nectt!^6 coD^ollersttoyour Xbox 360^ 
you can play through the campaign in splitscreen 
mode.This mode supports two players and splits 
the screen in half, with each player controlling 
a survivor in a separate partition. In the options 
menu you can select whether you want the screen 
divided horizontally or vertically. If playing on a 
widescreen television or monitor it's best to split 
the screen horizontally. This helps preserve your 
peripheral vision while playing. 


Co-op Campaign 


The AT Director 

On movie sets, it's the director who 
dictates everything, from the pacing of the 
action to the placement of objects integral 
to the progression of a story. Valve took 
a similar approach when designing Left 
4 Dead. AW enemy placements and most 
pickups are determined procedurally by 
an entity known as the Al director. The 
Al director helps ensure each gameplay 
experience is unique no matter how 
many times you've played through a map. 
But the director does much more than 
randomly place enemies and objects.lt 
also monitors the progress of your team 
and tailors the gameplay experience 
based on how successful your team 
is. If your team is doing really well and 
everyone has full health, the director will 
ramp up the difficulty by throwing more 
common infected and special infected 
bosses at your team while holding back 
on dropping useful pickups. If your team 
is barely alive, the director will ease off on 
attacks and provide more health supplies 
and pickups, giving your team the chance 
to heal and re-arm. The unpredictable 
nature of the director leads to hours and 
hours of replayability on every level. Even 
if you've played through all the movies 
multiple times, there's no way to predict 
what the director will throw at you 
next.This requires heightened alertness 
from all players — there's no room for 
complacency because the director can be 
absolutely merciless in its drive to provide 
a challenging and memorable gaming 
experience. 


In the campaign mode, you and up to three other 
players can choose one of the four movies and 
play through it cooperatively. There are always 
four survivors while playing in this mode, even if 
only two of them are controlled by actual players. 
Any unassigned player slots are taken over by Al- 
controlled survivors. But new players can join at any 
time, taking the place of one of the Al-controlled 
survivors. Such co-op sessions can be played online 
or over system-link on a LAN. If you want to join 
a match already in progress use the Quick Match 
option.This automatically connects you to a game, 
allowing you to jump in and join the action within 
a few seconds. If you want more control, choose the 
Custom Match or Play with Friends option. Choosing 
the Custom Match option allows you to specify 
what movie and maps you want to play on.The 
Play with Friends option takes you to a lobby screen 
showing all matches your friends are currently 
playing — select one and join in. 


Offline Co-op (Splitscreen) 


'finly two players can play In splitscreen— 

, the other two survivors are controlled by Ai, 
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The game's four difficulty 
settings (easy, normal, 
advanced, and expert) can 
impact the aggressiveness of 
the director, but mostly the 
difficulty adjusts the health of 
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the infected. For instance, at 


the normal setting the Tank has 


4,000 hit points: at expert, the 


Tank's health tops out at 8,000. 
So at the more difficult settings 
it's much tougher to kill the 
infected, eating up much more 
of your team's ammo in the 



Single-Player 



In the single-player mode you play the role of 
one of the survivors — the rest of the survivors are 
controlled by the Al. When starting a single-player 
game you must first choose from the movies and 
their individual maps. Once one is selected, the 
game begins and continues until you reach the 
finale at the end of the movie. During the single- 
player mode the Al bots always follow your lead, 
so it's up to you to set the tempo for the advance. 
This often means you take the brunt of the attacks, 
so keep a close eye on your health. If you die, you 
must start the map over from the beginning. If your 
Al teammates die, they respawn in closets and are 
released when you open the door. 

8 " 


Versus is an adversarial game mode pitting the 
survivors against the infected.OnlyA/o Mercy and 
Blood Harvest can be played in this four-on-four 
mode, offering 10 maps total.The gameplay is 
nearly identical to that of the other modes, with the 
survivors tasked with making it from safe house to 
safe house and ultimately escaping after surviving 
the movie's finale. It's the job of the infected team to 
stop the survivors. Unlike in the other game modes, 
in versus the survivors cannot respawn, but the 
infected team can.This provides a unique twist to the 
game mode, forcing the survivors to work together 
and watch each other's backs. 

While the survivors spawn as the main protagonists, 
the infected team members take on the roles of 
the special infected. At any given time the infected 
team always has one Boomer, two Hunters, and 
one Smoker on the map. Who spawns as what 
is random, determined by the director. At some 
points in the map, one player on the infected team 
is given the chance to spawn as a Tank, providing 
the team with an extra boost in offense. The Witch 
is not playable by the infected team, but Witches 
do make appearances on occasion. Witch spawns 
are determined by the director and are never in 
fixed locations. Still, the infected team should use 
appearances by the Witch to bolster their numbers 
during coordinated ambushes. 

During these matches, each team gets the chance to 
play as both the survivors and the infected on each 
map. So after the survivors have escaped or died in 
the first round, the same map is replayed and the two 
teams switch sides, with the former infected taking 
on the roles of survivors and vice versa. Playing as 
the survivors is completely different from playing 
as the infected, and winning requires different skills 
and tactics. Regardless of which side you're playing, 
communication and teamwork are always essential. 
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While playing as the infected, players begin in 
ghost mode, which allows them to pick their own 
spawn points. During this phase, the infected can 


wander around a map, completely invisible to the 


survivors. While in ghost mode players can use 
infected-only climb points (look for a series of claw 
icons) and pass through closed doors.The infected 


team can spawn anywhere they want as long as 


they're a few meters away from the survivors and 


outside their line of sight. Once these requirements 


are met, the infected can spawn by pressing the 


fire button or key. But once they spawn, all normal 


rules apply.They can be spotted and killed by the 


survivors, and they can't pass through doors — or 
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open them. Closed doors must be broken down 
with melee attacks, so be careful where you spawn. 
Breaking down a door may give away your position 
and lead to a quick death. Spawning also causes 
the infected to make the telltale growls, grunts, 
and hisses associated with each variant.These 
involuntary vocalizations not only give away an 
infected's position but also warn the survivors 
as to what type of infected is nearby. So to avoid 
giving the survivors time to react, try to spawn just 
before attacking. Coordinating spawns and attacks 
with teammates is the best way to take down the 
survivors. During finales, ghost mode is disabled, 
and you randomly spawn somewhere around the 
finale site. 
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Versus Scoring System 


So how do you determine who wins a match 
in versus mode? After playing a round as the 
survivors a score is calculated based on four 
criteria: 


Average Distance Traveled: The points 
awarded in this category are based on how 
far your team traveled during the round. If 
your team made it all the way to the end of 
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the map and reached the safe house, you're 
awarded the maximum 1 00 points. But if 
your team made it through only 37 percent 
of the map before being stopped by the 
opposing team's infected, you get only 37 
points. The percentage of the map your team 
completes determines this score. 

Health Bonus: This bonus is determined by 
averaging the hit points of the survivors 
who made it to the safe house — survivors 
who were killed en route are not part of this 
average. So if everyone makes it into the 
safe house with full health, 1 00 points are 
awarded. Sometimes teams heal up before 
closing the safe house door to try to boost 
this bonus. 

Survival Multiplier: Once the average 
distance traveled and health bonus have 
been added, the score is multiplied by the 
number of survivors who made it into the 
safe house at the end. If all four survivors 
made it in, the score is multiplied by four. 

If only one survivor made it, the score is 
multiplied by one and thus has no impact. If 
nobody survived, the score is not multiplied 
by zero. Rather, the score remains untouched, 
with no multiplier applied. 

Map Difficulty Modifier: Each map is assigned 
a predetermined difficulty modifier. The 
easiest (or shortest) maps have a modifier 
of 1,and the hardest (or longest) maps are 
given a modifier of 2.The rest of the maps 
fall somewhere in between, sometimes rated 
as a 1 .5 or 1 .6. Whatever the modifier is, it is 
then multiplied by the score, giving you your 
team's final score for the round. 


Hosting a Match 


Can't find a match you want to join? Try 
creating your own. Start by creating a 
lobby. When creating a lobby you must 
first choose what game mode you wish to 
play: the co-op campaign or versus mode. 
Once you've selected a game mode you can 
choose the difficulty level (campaign mode 
only), campaign (which movie), and the 
match permissions. The permissions allow 
you to choose who can join the match. If 
you want to open the match to anyone, 
choose Public Game. If you're connected to 
a LAN select System L/n/c, allowing everyone 
connected to the LAN to see and join your 
match. But if you only want to play with 
people on your friends' list, choose Friends- 
On/y Gome. After selecting the settings, 
choose Create Lobby. This sends you to the 
lobby screen, where you can wait for players 
to join. While in the lobby you can edit the 
game settings, choose your character, invite 
friends, and change the permissions. Once 
you have a group of players, select Start the 
Game to begin your session. 


So what's a good score? Usually posting a score close 
to 1,000 points per map is considered a praiseworthy 
achievement. But ultimately it all depends on how 
well the opposing team performed in their turn as 
the survivors. While no points are awarded when 
playing as the infected, stopping the opposing 
team's survivors is critical, preventing them from 
posting a high score. Killing even one survivor can 
have a dramatic impact on the final score, especially 
in close matches, as it robs the opposing team of 
that vital survival multiplier. So don't fool around 
while playing as the infected. Stopping the opposing 
team is just as important as reaching the safe house 


when you're playing as the survivors. 


Team Play; Getting 


Even when playing with a tight group of friends, 
getting four individuals to play and react together 
as a team is a challenge. Left4Deod takes the team 
play concept to the next level. Not only is teamwork 
recommended, it's absolutely required. Teams who 
don't cooperate or communicate won't stand a 
chance. But it's not as daunting as it sounds. There 
are a few things you can do to ensure your team 
play sessions run smoothly and successfully. Here 
are a few tips to help your team get started. 
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Establish communication with your team^ . 
1 There's no time to type messages back and 
^ / forth, so make sure everyone on your team 
has a microphone and knows how to use 


Use the survivors' names when 
communicating. It's often easier to say Bill, 
Francis, Louis, or Zoey in the heat of battle 
than it is to decipher someone's 1 5-character 


it — gray speaker icons appear next to their 
names in the lobby if they have microphones 
connected. If playing with strangers online, 
say hi and establish a rapport with your new 
teammates. Breaking the ice in the lobby will 
pay off later as the game begins. 

Get organized. Before beginning a game, 
discuss your individual roles. It's usually a 
good idea to elect one teammate as the 
leader. This player will not only physically 
lead the team but make key pathfinding 
decisions at branches, determining which 
direction the team will go. Therefore, the 
leader should have some experience with the 
layout of the maps you're about to blitz 
through. But most importantly, the leader 
should possess good communication skills, 
constantly checking in with teammates and 
ensuring everyone stays together and 
healthy. 

Diversify your firepower. When choosing 
weapons at the beginning of a level, mix it 
up, taking a couple of shotguns and two 
SMGs or assault rifles. This gives your team a 
good balance of firepower capable of 
engaging threats at close and long range. 
Never take more than one sniper rifle. 
Although powerful, sniper rifles have a low 
rate of fire and take a long time to reload. 

And since most engagements occur at close 
to intermediate range, the rifle's scope isn't 
very useful; it can even be a liability. 

Stay together, stay alive. It may sound easy, 
but keeping four players together during a 
chaotic advance is a constant challenge. But 
it's a challenge that must be overcome if you 
hope to make it to the safe house. Stay in 
constant voice communication with your 
teammates, calling out targets and issuing 
warnings. If you need to stop and heal, let 
everyone know so they don't leave you 
behind. When stopping, make sure everyone 
gets the message. Anyone who continues 
advancing on their own won't stand a chance. 


Gamertag. So take note of what survivor 
you're playing as and respond to any 
questions or requests when addressed by 
this name. 

Share the health supplies. If your character is 
healthy and someone else on your team is 
seriously injured, either heal your teammate 
with a first aid kit or hand over a bottle of 
pills. Injured players slow down the whole 
team, so it's in everyone's best interest to 
keep everyone healthy and moving at 
maximum speed. Each player can carry one 
first aid kit and one bottle of pills, so there 
are usually enough supplies to go around if 
you all share. 

Make a habit of closing doors behind you. 
The infected can't open doors. Instead, they 
must break them down with melee attacks. 
While a simple wooden door won't last long 
when faced with such violent attacks, it will 
delay the infected, allowing your team to slip 
away or prepare to engage the attackers. 
Often the sound of the infected breaking 
down a door is just enough to get your 
team's attention, preventing you from being 
attacked from behind. 

Use the vocalization command to quickly 
relay information. This is a context-based 
command that issues canned audio 
messages to point out threats and supplies 
to your teammates. Simply aim at an object 
or threat and press the appropriate button or 
key to make an announcement. 

Keep tabs on your teammates. You can see 
your teammates at all times, even if they're 
not in your current line of sight. They appear 
as blue glowing silhouettes if blocked by an 
object such as a wall. If the teammate's 
silhouette turns orange, it indicates danger. 
This could mean a variety of things. Your 
partner could be covered in a Boomer's bile, 
dangling from a ledge, incapacitated, pinned 
by a Hunter, or ensnared by a Smoker's 
tongue. In any case, get there as quickly as 



possible to assist. 



www.primagames.com 



The recent outbreak has completely changed the balance of power for humankind. Anyone 
immune to or unaffected by the infection is now called a survivor — and their numbers are 
dwindling every day, dwarfed by the rise of the undead. In this chapter we take a close look 
at the four survivors and all six infected variants, offering vital background information and 
useful survival tactics for countering the undead menace. 

The Survivors 


When the outbreak first took hold, quarantines 
were set up in an effort to contain the infected to 
certain buildings and secure zones.The quarantines 
were largely ineffective, though, prompting local 
governments (backed by CEDA) to begin mass 
evacuations. But by the time evacuation centers 
were set up, the infection had expanded and could 
not be contained. Many evacuation centers were 
overrun by the walking dead. Others were simply 
abandoned when it was realized they couldn't be 
defended. In the haste to evacuate, many citizens 
were left behind to fend for themselves.Those 
who waited for rescue were quickly overrun by the 
swelling numbers of infected. But four strangers — 
an unlikely group of — have taken their destinies 
into their own hands, securing weapons and 
formulating an escape plan. 


Bitl 



Bill is a former Green Beret who served in Vietnam. 
Although long removed from military service. Bill 
proudly wears his beret to this day. An unapologetic 
chain smoker, he has a gruff demeanor but brings 
years of frontline military experience to his new- 
found comrades. But he's not the type to issue 
orders or flaunt his extensive knowledge and 



experience. He's a man of action and doesn't really 
care how he's perceived. His only goal is to get out 
of this situation and live to fight another day. 


Francis 



Everything about Francis screams rebel. He revels 
in the image of an outlaw biker, complete with 
leathers and intricate tattoo work covering his body. 
Years of hard living have prepped him for the recent 
crisis, hardening his senses to the everyday horrors. 
While he comes across as someone who works best 
alone, Francis is a consummate teammate and is 
fiercely loyal, even to his diverse new friends. He 
won't hesitate to risk his own life to rescue a fellow 
survivor. 




ZOtYS JAcKEt {S EAsV to spot, 
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Louis was working his regular job at an electronics 
store when all hell broke loose. He managed to 
escape (still wearing his short-sleeve shirt and 
red necktie) and eventually met up with the 
other survivors. Louis is the optimist of the group 
but has alarmist tendencies. His ability to assess 
situations and formulate solutions is a useful 
asset. Like the other survivors, he's committed 
to fighting his way through this crisis in hope of 
reuniting with his friends and family. 


Those who have died and reanimated are referred 
to as the infected. These are victims of a bizarre 
infection of unknown origin and transmission. 
The infection manifests itself in different ways, 
sometimes simply reanimating dead tissue and 
at other times triggering monstrous mutations, 
giving the undead strange and terrifying abilities. 
There are two subsets of infected: the common 
infected and the special infected. In a wide 
majority of cases infection leads to death and 
reanimation, turning a corpse into a common 
infected or zombie. The common infected have 
abilities similar to those of a normal living human. 
But in the rare cases where postmortem mutation 
has occurred, the corpse becomes a special 
infected, often referred to as an infected boss. 
These infected variants have different abilities 
and characteristics, as detailed in this chapter. By 
no means is this a definitive resource, but rather a 
compilation of facts based on firsthand accounts 
and credible reports from reliable sources. 


Upon first glance, Zoey seems completely out of 
place in this group. But she plays a very important 
role and has no problem keeping up with her 
older and more experienced teammates. Only a 
few years out of high school, Zoey has no formal 
military or survival training but has adapted well 
to the chaotic situation. She's proven to be a quick 
learner and has a wry sense of humor. Her quirky 
comments often break the tension, even in the 
most dire circumstances. 


Common infected 
(aka Zombies) 
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But it is clear that the recently deceased have 
somehow reanimated and begun attacking the 
living. Although they're officially referred to as 
the common infected, many survivors simply 
call them zombies, since they resemble the 
walking dead popularized by horror movies. 
However, such comparisons can be dangerous 
because the common infected share few traits 
with the fictionalized zombie — see the "Zombie 
Myths" sidebar. Most notable is the speed of the 
common infected, which has caught many a 
survivor completely off guard.Their clothes are 
also deceptive. Realize that some of the common 
infected died and reanimated while on the job. 
Although they may be dressed as police officers, 
soldiers, or doctors, they have no intent to assist the 
living. 


It's possible to kill a zombie with melee strikes, 
but it takes repeated blows. For best results, 
melee a zombie away from you, take aim, and 
shoot it in the head as it stumbles backward 




Avoid taking to rooftops or other elevated 
positions and sniping all visible infected. 
Doing so just wastes ammo. The director 
continually spawns more infected, so it's 
impossible to kill them all or completely clear 
a level. So keep moving and shoot only the 
zombies that get in your way. 


In versus mode the common 
infected are controlled and 


Anti-Zombie Tactics 


automatically spawned by the 
director. They are not playable 


Zombies can be killed in a number of ways, but 
the headshot is by far the most effective 
method. All it takes is one bullet with any 
firearm to score a kill. However, headshots can 
be difficult to perform during chaotic attacks. 
So aim for center mass, pumping three to four 
rounds (or one shotgun blast) into a zombie's 
chest. 

Some weapons can tear off a zombie's arm or 
leg. Severing limbs is Just as fatal as a 
headshot. 

Individually, the common infected aren't much 
of a threat, but in great numbers they're an 
absolute menace. During swarm attacks, locate 
the possible entry points and cover all of them. 
If in an open area, go back to back with your 
teammates and hold your ground while 
covering all directions. 

A Boomer's bile, activated car alarms, and 
finales can all trigger swarm attacks. The 
director can trigger them as well, so when you 
hear the cries of infected accompanied by 
swelling dramatic music, get ready to make a 
stand. 

• Shining a flashlight on idle or sitting zombies 
gets their attention and prompts them to 
attack. Sometimes these nonthreatening 
zombies can be avoided. 


by the infected team. However, 
the infected team can still take 
advantage of their presence, 
particularly for diversionary 
purposes during swarm attacks. 




Zombie IVlyths 

As in any crisis, misinformation floods the 
airwaves and permeates the streets as 
those in power try to come to grips with 
the situation. The recent outbreak is no 
exception. The government's own CEDA is 
partially responsible for the circulation of 
some these rumors, but the panicked public 
is largely to blame for the proliferation 
of these fallacies, fueled by pop culture 
anecdotes derived from books, movies, and 
video games. Here are a few of the common 
misconceptions being spread about 
zombies, countered by fact-based rebuttals. 

Zombies are slow and clumsy. You can easily 
walk right past them. 

False. For reasons unknown, tissue decay has 
not set in, and thus the common infected 
have the same mobility as the living. They 
can run, climb, jump, and perform vicious 
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melee attacks, sometimes at seemingly 
superhuman speeds. 

The only way to kill a zombie is by shooting 
it in the head. 

False. While headshots are fatal and often 
the quickest way to dispatch zombies, the 
undead can just as easily be neutralized 
by severing a limb, lighting them on fire, or 
simply shooting them in the torso several 
times. 

If you're bitten by a zombie you'll turn into 


Unknown. There are reports of this 
occurring, but there is no hard evidence 
to suggest that zombie bites or fluid 
transference results in zombification. Still, 
it's best to avoid any direct contact with 
the common infected. 

Zombies are weak and stupid. As long as you 
shut yourself in a room you'll be okay. 

False. It's true zombies haven't been 
seen turning doorknobs, but they can 
easily breakthrough doors and boarded- 
up windows. Staying put in a room or 
structure with multiple insecure entry 
points is a death sentence, even if you're 
well armed. You'll run out of ammo at 
some point, and the zombies just keep 
coming. 

Since they're dead, zombies have dulled 
senses, making it difficult for them to detect 
the living. 

False. While it's unclear how effective the 
zombies' senses of taste, smell, and touch 
are, their sight and hearing are sharp. Upon 
making visual contact with the living, they 
launch directly into attack mode, charging 
at their prey at top speed. Even slight 
noises prompt them to investigate in the 
direction of the disturbance. Loud, high- 
pitched noises send the common infected 
into an absolute frenzy, causing multiple 


infected to swarm to the source in search 
of prey. Some survivors have witnessed 
such swarms when car alarms or metal 
detectors are set off. 

A zombie's heart doesn't beat, causing the 
blood in its circulatory system to congeal. 

False.The functionality of a zombie's 
heart is unknown, but the blood remains 
in a liquid state. Survivors engaging the 
common infected at close range with 
shotguns have reported being sprayed 
with infected blood, particularly when 
firing a decapitating headshot. Direct 
contact with a zombie's blood is not 
advised, but it doesn't appear to be 
fatal, either. Some survivors have been 
completely coated with infected blood 
and have shown no signs of infection. 
However, it's strongly advised to avoid 
contact with infected blood when 
possible, especially around the eyes and 
mouth. 

Stay away from cemeteries. That's where the 
zombies are coming from. 

False.There have been no confirmed 
reports of the dead literally rising from 
the grave.The infection seems to have 
affected only the recently deceased. As a 
result, zombies are much more likely to 
be found at hospitals, coroner's offices, 
funeral homes, and crematoriums. 
Quarantined buildings and evacuation 
centers are also likely locations and are 
best avoided. 
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Common Infected 
Achievements 


Name: Zombie Genocidest 


p3,59S| Description: Kill 53,595 infected. 
Gamerpoints: 20 

Tips: Just keep playing. The stat is tracked 
across all game modes, so every zombie you 
kill while playing under the same gamer 
profile is counted toward this achievement. 


Name: 101 Cremations 


Description: Set 101 infected on 
fire. 


Gamerpoints: 20 


Tips: Create a wall of fire between your 
team and the source of a swarm attack 
using molotovs or fuel cans. This is a great 
way to kill multiple infected with flames. 
Focus your blaze in narrow choke points, 
such as alleys, doorways, or stairwells, for 
optimal results. It will take multiple setups 
to accumulate the required kills. 

Name: Pyrotechnician 

Description: Blow up 20 infected 

in a single explosion. 

Gamerpoints: 20 

Tips: Toss a propane or oxygen tank into 
a large gathering of infected, then shoot 
the tank to trigger a massive explosion. Try 
doing this during a swarm attack to ensure 
you kill at least 20 infected. Pipe bombs 
rarely attract enough attention to earn this 
achievement, plus they have a relatively 
small blast radius. 


The Boomer 

The infection has reacted *^^0 

abnormally in this bloated ^ \ . 

variant. While most 

infected seem immune ^ 

or show resistance to . ‘ i ‘ 
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tissue decay,that IS not - i 

the case with the Boomer. | 

Along with exhibiting / 

certain mutations, the ^ 'i 

Boomer is in an advanced J- ' 

state of decomposition. ^ 

Internal tissue decay has 
led to the buildup of gases within the Boomer's 
body, explaining the round, distended shape of 
the torso and bubble-like growths beneath the 
skin. This condition is further exacerbated by the 
rapid production of bile within the gallbladder. This 
essentially makes the Boomer a goo-filled balloon 
just waiting to pop. And that's exactly what occurs; 
when the Boomer is shot, he explodes and splashes 
anyone nearby with bile. But that's not the worst 
of it. The Boomer's bile contains some chemical 
property that attracts common infected, prompting 
them to wildly attack anyone coated with the 
viscous muck. As a result, the Boomer often uses the 
bile as a weapon, vomiting on survivors to trigger a 
massive swarm attack. 


— J~~\ Name: Spinal Tap 

Description: Kill an infected with a 
single blow from behind. 

Gamerpoints: 10 

Tips: Perform this hit against one of the idle 
infected. They're usually facing a wall with 
their heads buried in their arms.Turn off 
your flashlight, sneak up behind one, and 
smack your victim in the back of the head 
for a one-hit melee kill. 


Anti-Boomer Tactics 

* The Boomer is a highly volatile target and 
should be dealt with delicately. When you 
encounter a Boomer at close range, don't 
shoot it. Doing so only coats you and your 
teammates in bile, triggering a swarm attack. 
Instead, melee the Boomer, pushing him away 



from you. Backpedal to a safe distance and 
shoot him. 





^heiyjl Boomer is lurking nearby, you can ' 
» hear'grunting and belching sounds. So listen 
carefully and be ready to respond with a 
melee attack. 


some or all of the survivors, triggering 
swarm attack. Such suicide attacks are often 
preferable to hiding out and waiting for your 
bile levels to build up for another vomit 
attack. Chances are you'll be shot before you 
can attack again. 


Boomers have very low health and can take 
only a few shots before exploding. A single 
shotgun blast or a sniper rifle round has the 
same explosive effect. 


In addition to the vomit attack, the Boomer 
can perform a standard melee attack. So try 
to swipe at a survivor during melee fights. It's 
tough to get more than one hit in before 
being blasted, but it's better than nothing. 


When you are coated with a Boomer's bile, 
your vision is obscured for several seconds 
by the thick yellowish goo. Instead of 
shooting wildly at the incoming horde, resort 
to melee attacks until your vision is restored. 
This prevents you from accidentally shooting 
teammates. Tossing a pipe bomb can also 
come in handy, helping distract the infected 
until you can see again. 

If teammates are covered in bile they are 
highlighted with an orange silhouette. Upon 
closer inspection, you can see that they're 
dripping with bile. Help them fight off the 
attacking infected until their vision is 
restored. 


A Boomer-initiated swarm attack is a great 
way to launch a coordinated ambush. Once 
the Boomer has vomited or exploded on at 
least one survivor, the team's Hunters and 
Smoker should attack. 


Spawn as close to the survivors as possible, 
preferably right before you attack. This cuts 
down on travel time and gives the survivors 
less warning. As soon as you spawn, they'll 
hear your burps and grunts, giving them a 
chance to prepare for a Boomer attack. The 
less warning you give them, the more 
effective your attack will be. 

^ Embrace your role as a bile bomb! Infected 
can access rooftops and other high points 
inaccessible to survivors. So look for 
opportunities to drop onto survivors from 
high elevations. The fall damage incurred 
from long drops usually proves fatal, but if 
you land close enough the survivors they'll 
all get covered in bile. 


Because of the low health and limited 
mobility. Boomers rarely expose themselves 
in open areas. Instead, they usually hide 
behind corners, waiting to vomit on 
survivors. 


Anti-Survivor Tactics 

The white reticle in the center of the screen is 
the Boomer's aiming indicator. But the vomit 
attack has a very short range, so pay close 
attention to the reticle before losing your 
lunch — the reticle turns red when a survivor 
is within range. Only attack when the reticle 
is red; otherwise, your bile will fall short of 
the target. After vomiting, more bile must be 
built up before you can attack again, as 
indicated by the circular red meter in the 
bottom-left corner of the screen. 


Boomer Achievements 


Name: Barf Bagged 

Description: Cover four survivors 
with Boomer bile at once. 


Gamerpoints: 20 

Tips: Hitting all survivors with one vomit 
attack can be tough. For best results, try to 
ambush the survivors in a narrow choke 
point, such as a doorway, alley, or stairwell. 
It can also be possible to hit them as they 
exit a safe house. 


Boomers have a very short life span, so 
embrace their volatility. Immediately 
following a vomit attack, charge directly 
toward a group of survivors. There's a good 
chance one of them will shoot and kill you. 
But don't feel bad; your bile will likely coat 
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abilities similar to those of a frog. The long, sharp 
claws growing from the fingertips are another 
notable mutation, allowing the Hunter to slice 
through clothing, flesh, and even bone. Outside 
of his abilities and easily disguised mutations, 
the Hunter has no distinguishing characteristics, 
making it easy for him to blend in with the common 
infected. This is perhaps the Hunter's most terrifying 
attribute and helps explain why some survivors 
have reported seeing these infected attacking from 
"nowhere." 


Name: Blind Luck 


Description: You or another 
survivor takes no damage after 
being vomited on by a Boomer. 

Gamerpoints: 20 

Tips: Surviving a swarm attack without 
taking damage can be tough, but it's not 
impossible. It's easiest if you're in a room 
with only one entry point. That way you 
and your teammates can focus your fire 
on a single doorway to eliminate the 
stampeding horde before they can advance 
to melee range. 

I Name: Clean Kill 


Anti-Hunter Tactics 

Hunters produce a distinctive raspy growl when 
stalking nearby, so keep on your toes when you 
hear this. When attacking, they emit a high- 
pitched shriek as they fly through the air. 

Looking for Hunters? They're always dressed in 
gray hooded sweatshirts. They're aiso the only 
infected that can crouch low to the ground like 
a frog. They must crouch before they leap, so 
be prepared for an attack when you see a 
Hunter take a low stance. 


1^ \ Description: Shove a Boomer 

and then kill him without him 
splashing on anyone. 

Gamerpoints: 10 

Tips: This one's easy as long as your 
teammates keep their distance. When 
encountering a Boomer at close range, 
simply use a melee strike, back up, and 
shoot him. If nobody is covered in bile 
following the explosion, you'll earn the 
achievement. - 


The Hunter's primary attack is the leap. If 
leaping at a survivor, the Hunter will pin his 
prey and begin slashing away. The victim is 
completely helpless if this occurs, so it's up to 
teammates to engage the Hunter. 


When attacking a Hunter on top of a pinned 
teammate, use melee attacks to knock him off. 
This prevents you from injuring your 
teammate with friendly fire — an important 
consideration when you're equipped with a 
high-powered weapon like a shotgun or sniper 
rifle. But be prepared to shoot the Hunter as 
soon as he's knocked off your teammate. 
Otherwise, he will attack again. 


The Hunter > 

Some survivors have reported V 

seeing infected leaping great ^ 

distances, pouncing on \ ^ 

the living and tearing ^ 

into their flesh with animal-like " . ] 

claws. At first, such terrifying v; . 

accounts were ignored, > * 

believed to be unreliable 

reports from panicked survivors | 

suffering from post-traumatic 

stress syndrome. Others theorized 

that these attacks were actually 

performed by large cats that escaped from zoos. 

Still, the reports persisted and these shadowy 

infected attained an appropriate yet disturbing 

nickname: Hunter. Little is known about the Hunter's 

physiology, but the infection seems to have caused 

mutations in the legs, giving this infected leaping 


It's possible to blast a Hunter and kill him as he 
leaps through the air. But due to the speed of 
the Hunter, killing a Hunter outright is difficult. 
Shotguns are most effective at killing Hunters 
in mid-flight. 

A Hunter's pinned victim is highlighted with a 
red silhouette, making your teammate easy to 
locate even when out of sight. Rush in the 
direction of the Hunter and save your 
teammate before it's too late. 





survivor is isolated. This frees up the Smoker 
to attack again and gives you an easy target.’ 
Survivors blinded by a Boomer's bile also 
make easy prey. For best results, wait until a 
swarm attack has commenced before leaping 
into action. Avoid leaping into a group of 
survivors on your own — you won't last long. 

When leaping long distances it may be 
necessary to aim up, to compensate for 
range. This launches the Hunter in an arc-like 
trajectory, allowing you to cover more 
ground. It may take some practice, but once 
you get the hang of it, it's a great way to 
travel far in a short span of time. 


When playing as the Hunter, make a habit of 
moving around while crouched. Crouching 
charges the Hunter's leap attack, as indicated 
by the circular red meter in the bottom-left 
corner of the screen. The reticle in the center 
of the screen also tracks this. When the 
Hunter is crouched a gray line circles around 
the reticle in a counterclockwise fashion. 
When the gray line becomes a ring, it turns 
white, indicating that a leap attack is 
possible. While still crouched, press the fire 
button to perform a leaping attack. 

If you successfully pin a target, continue 
holding down the fire button to slash away at 
your victim with the Hunter's claws. Continue 
attacking until you're attacked with a melee 
strike or killed by another survivor. 

Although the Hunter can run around in an 
upright position, it's far quicker (and safer) to 
travel by leaping. Simply keep the crouch 
button depressed and leap from one spot to 
the next. This not only allows you to cover 
great distances, it also makes you much 
harder to hit. However, it isn't very stealthy 
since the Hunter shrieks with each leap. After 
each leap keep the crouch button 
depressed — if you stand up, it takes longer to 
recharge the leap attack. If you land near 
survivors, they're affected by a small 
concussive impact that causes them to 
stumble backward for a few seconds, buying 
you more time to attack or escape. 

Sometimes survivors separate, providing the 
perfect opportunity to pounce.Try to isolate 
lone survivors located on higher or lower 
elevations than their teammates. You might 
be able to incapacitate or kill a lone survivor 
whose teammates have no way to get back to 
the attack site to stage a rescue attempt. 
Most maps have critical one-way elevation 
transitions where such attacks are very 
effective. 


Hunter Achievements 


r— — I Name: Dead Stop 

Description: Punch a Hunter as 
he is pouncing. 

Gamerpoints: 10 

Tips: This is easiest if a Hunter is leaping 
directly at you. If you time it just right, 
you can hit him with a melee strike as he 
leaps through the air. But just like hitting a 
fastball, it takes precise timing to pull this 
off; otherwise, you'll be pinned. 

— Name: Double Jump 

Description: Pounce on two 
different survivors in one life as a 
Hunter. 


Gamerpoints: 20 

Tips: When knocked off a survivor with 
a melee attack, immediately leap onto a 
second survivor. If that's not possible, leap 
to safety and regroup. If you can get away 
and pin a different survivor, you'll earn this 
achievement. But it's not easy, so it may 
take several attempts. 


• In most cases. Hunters must rely on their 
teammates to stage successful attacks.Try 
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letting a Smoker drag prey away from the 
main group, then pounce once the snared 
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Name: Hunter Punter 


The Smoker is a huge threat to maintaining 
team cohesion.Their ability to pull a teammate 
away from your group is one of the most " 
effective infected attacks because it allows 
them to isolate targets and attack them on 
their own, without support from other infected. 

Listen closely for nearby Smokers. They make 
gasping and coughing sounds, undoubtedly 
caused by the gas they produce. 

If a teammate is ensnared by a tongue attack, 
quickly locate the responsible Smoker and 
shoot him. If the Smoker isn't within view, 
perform a melee attack on the tongue to 
release your teammate. Avoid shooting the 
tongue to prevent inflicting friendly fire on 
your teammate. Once a Smoker has snared and 
released a target, he can't attack for several 
seconds. Use this time to hunt him down 
before he can strike again. 

If you're grabbed by a Smoker's tongue there 
are a few things you can do to escape. First, 
turn toward the Smoker and shoot him. If 
being dragged from long range, you will have 
a few seconds to fire your selected weapon. As 
the Smoker draws you closer, you lose the 
ability to fire your weapon, and the camera 
switches to a third-person view. At this point, 
try to wiggle your way out of the Smoker's grip 
by quickly moving back and forth. You'll 
eventually be trapped as the Smoker performs 
melee attacks or constricts you. During this 
stage of the attack you must rely on a 
teammate to set you free, otherwise you'll be 
incapacitated and possibly killed if nobody 
responds. 


I ^ I Description: Shove a Hunter off of 
a pinned and helpless survivor. 

Gamerpoints: 10 

Tips: Simply use a melee strike on a Hunter 
that has pinned a teammate to earn this 
easy achievement. 

1^ Name: Jump Shot 

W Description: Headshot a Hunter 
while he's leaping. 

Gamerpoints: 20 

Tips: Like Deocf Stop, this requires precise 
timing and aim. To increase your chances of 
scoring a headshot, use a shotgun or a full 
auto burst from an SMG or assault rifle. 


The Smoker f.;C < * 

When Smokers were first t v 

encountered, it was believed the J 
common infected were using 1 / yj V ' > 
ropes or similar implements to ^ f 
lasso and drag survivors great ? / " 
distances. The prospect of the .J Y ' 

infected using such tools and ^ /V/ 
advanced tactics had a chilling i 

impact on survivors. But the *■ j 

truth behind these attacks was / j 

even more unsettling. In some i 
infected, mutations have rapidly . 
altered the length and function of the tongue, 
giving it the ability to snatch prey and either drag or 
constrict victims. Severed tongues from neutralized 
specimens have measured up to 50 feet long.The 
Smoker's skin is covered with boils and growths. It's 
been theorized that these skin abnormalities are 
the source of the green gas emitted by these special 
infected, but there's no hard evidence to indicate 
how or where these noxious fumes are generated. 
This green "smoke" gave rise to this variant's popular 
but somewhat misleading name. Military and law 
enforcement personnel have reported Smokers 
exploding when fired upon, emitting large clouds of 
this putrid but otherwise harmless gas. 


The green gas emitted by a Smoker during 
death is not harmful, but it causes survivors to 
cough and gasp for air while moving through 
these clouds. Furthermore, the gas inhibits 
vision, preventing you from seeing clearly. So 
move through these noxious fumes as quickly 
as possible. 


• Like Hunters, Smokers can blend in easily with 
the common infected. They wear blue pants 




mom 


and a gr«en shirt. What may looklike a red 
necktr§ is actually the tongue. They're also 
easy to distinguish thanks to the small cloud 
of green smoke surrounding them. Traces of 
this smoke are left behind as the Smoker 
moves about — this can sometimes be used to 


When possibly attack survivors from 
rooftops or other elevated positions. While 
your tongue can't pull a survivor to the top of 
a roof, your victim gets pulled up along the 
side of the structure and then dangles 
helplessly while the tongue inflicts 


track them. 

Anti-Survivor Tactics 

The Smoker is the infected equivalent of a 
sniper, the only variant that can stealthily 
attack at long range. The white reticle in the 
center of the screen is the aiming indicator 
for the Smoker's tongue attack. Pay close 
attention to the reticle before attacking. 
When placed over a survivor who's within 
range, the reticle turns red — press the fire 
button to snare the survivor within your 
sights. If a target is within the reticle but it's 
still white, the survivor is out of range. Move 
closer and attack only when the reticle is red. 
After a successful attack, the Smoker's 
tongue attack must recharge, as indicated by 
the red circular meter in the bottom-left 
corner of the screen. 

Once a victim is snared the Smoker can inflict 
two kinds of damage: melee and constriction. 
If there are no obstacles between you, your 
victim is pulled directly to you, allowing you 
to pummel the survivor with your fists — ^just 
hold down the fire button. However, there are 
times when survivors get hung up on objects 
while being dragged toward you. In these 
circumstances, when a survivor can be 
dragged no farther the tongue takes over, 
automatically constricting the victim. 

The damage output of melee-based and 
constriction-based attacks is identical, so 
there is no benefit to one over the other. 
However, constricting a victim allows the 
Smoker to inflict damage at range, often 
while remaining concealed, so always look 
for constriction opportunities. For example, 
try targeting survivors through chain-link 
fences or other barriers. They'll be pulled up 
against the fence, allowing you to hang back, 
preferably behind a piece of cover. You 
cannot move while the tongue attack is 
active, so scout out your location carefully 
before attacking. 


constriction damage. Furthermore, the edge 
of the rooftop usually provides cover, 
preventing the other survivors from 
targeting you. 


The Smoker's long-range attack is a great 
benefit to teammates. Pull a survivor into an 
isolated area or room so your Hunter or 
Boomer teammates can attack without 
exposing themselves to the full group. 


Like the Hunter, the Smoker can benefit 
greatly from exploiting areas with one-way 
elevation transitions. Wait for three of the 
survivors to drop to a lower level and then 
snare the lone straggler. If you remain 
concealed, you can constrict or pummel your 
prey to death with no fear of retaliation. With 
no way to get back up and rescue their 
teammate, the survivors will simply have to 
press on without their comrade. 


mm 
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Smoker Achievements 


=1 Name: Chain Smoker 




Description: Constrict two 


survivors in one life as a Smoker. 


Gamerpoints: 20 


Tips: This is easiest if attacking from a 
rooftop or other elevated position. Grab 
and constrict one survivor while remaining 
concealed. Once your first victim has been 
rescued, recharge your attack and grab a 
second survivor. A different survivor must 
be attacked and constriction damage 
(even minimal) must be dealt in both cases. 


Name: Drag and Drop 


il Description: Rescue a survivor 
from a Smoker's tongue before 
damage is taken. 


Gamerpoints: 20 
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from penetrating and damaging vital organs. At 
least that's a theory as to why the Tank seems 
nearly invincible to small-arms fire. Although 
Tanks are rare, a few survivors have had run-ins 
with these terrifying behemoths.They tell tales of 
Tanks possessing superhuman strength, capable 
of picking up and heaving large objects, including 
boulders, massive chunks of concrete, and even 
forklifts. While all infected have melee attacks, the 
Tank's are by far the most deadly. By some reports. 
Tanks have sent victims flying over a hundred yards 
with one swipe. 


Tips: React quickly and target a Smoker just 
as a teammate is being dragged. During 
this portion of the attack, no damage is 
inflicted on your teammate. If possible, 
strike the tongue with a melee attack for a 
quick release. Otherwise, shoot and kill the 
Smoker. 


- — rn Name: No Smoking Section 

Description: Kill 1 0 Smokers as 
they are pulling helpless survivors. 

Gamerpoints: 1 5 

Tips: You must kill the Smoker while he's 
dragging a teammate.The kill won't count 
if your teammate is being pummeled or 
constricted at the time of the kill.lt must 
occur during the drag portion of the attack. 

Name: Tongue Twister 

Description: Free yourself from a 
* Smoker who has grabbed you with 
his tongue. 

Gamerpoints: 20 

Tips: The easiest way to earn this 
achievement is by shooting the Smoker, but 
you can also free yourself by shaking loose 
while being dragged. Once constriction or 
melee damage has been dealt, you must 
rely on a teammate to save you. 


Anti-Tank Tactics 

The Tank is by far the most deadly of the 
infected and must capture the attention of the 
entire team if you have any hopes of killing 
one. Although incredibly strong, the Tank isn't 
very fast. It's entirely possible to backpedal 
while firing at the Tank without getting 
touched. But that's assuming you don't run out 
of room or back into a corner — in which case 
you're pretty much screwed. 

You can hear a Tank long before you can see 
him. His thundering footsteps echo 
throughout a level once he's spawned, 
providing your team with plenty of time to 
prepare for an attack. Use this time wisely to 
relocate to an open area that will allow you to 
evade his attacks. The sound of his footsteps is 
accompanied by foreboding music, so there's 
no mistaking his arrival. 

Assault rifles and auto shotguns are the most 
effective weapons for killing a Tank. Their high 


The full mutative qualities 
of the infection are in m 
full effect in this muscle- 
bound variant commonly 
referred to as the Tank. . ' 


Instead of promoting 
tissue decay, the 




infection has triggered 
a massive growth 
spurt, resulting in the 
rapid development of 
muscles.The muscles 



not only give the Tank 
incredible strength but also serve as a 
■ Type of organic body armor, preventing bullets 


damage output and rapid rates of fire can 
quickly deplete a Tank's health. 

If a Tank stops and picks up an object, he's 
preparing to heave it in your direction. Instead 
of backpedaling, move laterally (strafe) to 
avoid getting smashed by the incoming 
projectile. 

* When first encountering a Tank, try to smack 
him head on with a molotov cocktail. Setting a 
Tank on fire (with a molotov or ignited fuel 
can) initiates an internal death timer, giving 
the Tank only 30 seconds to live, regardless of 
what his health bar reads. But fire also slowly 
eats away at the Tank's health. So if you keep 




shooting a Tank that's on fire, you can easily 
kill it, even before the 30-second death timer 
counts down. 


attacks. But once a survivor is incapacitated, 
don't keep pommeling. Instead, move onto 
another target. The main goal is to 
incapacitate the other team. It isn't necessary 
to kill them. If they're all incapacitated, there's 
no one left to revive them, ending the match. 

Tank attacks generate all sorts of panic 
among the survivors, creating the perfect 
opportunity for your teammates to attack. If 
your teammates spawn as a Smoker and two 
Hunters at the time of the Tank attack, you 
can really pour on the hurt. While the Tank 
engages one survivor, the Hunters and 
Smoker can pin and ensnare the other three, 
practically neutralizing the opposing team 
within a matter of seconds. 


Tanks have more health than any of the 
infected. At the hardest difficulty their health 
tops out at an enormous 8,000 hit points. 
This is when fire becomes an essential Tank- 
killing tool. Simply light one on fire and 
evade for the remaining 30 seconds. 
Shooting it just wastes ammo. 


Anti-Survivor Tactics 

In versus mode, the Tank spawns usually no 
more than twice in a map. Who spawns as the 
Tank is chosen randomly among your 
teammates. But everyone is notified when a 
Tank is about to spawn, warned by a message 
that appears in the center of the screen — 
included in the message is the name of the 
player who will spawn as the Tank. 

The Tank has two attacks: a standard (yet 
powerful) melee attack and his throw attack. 
The melee attack is the most effective and 
can be delivered at more frequent intervals. 
When initiating the throw attack you must 
first stop, pick up an object (usually a chunk 
of concrete), and throw it. While remaining 
still you present an easy target for the 
survivors, so stay on the move and chase 
down the survivors while taking swipes at 
them. 


If you spawn as a Tank on a rooftop or other 
area with long drops, try to knock survivors 
off these high areas — the hospital rooftop at { 
the end of No Mercy is the perfect location for j 
such attacks. One hit in the proper direction 
can send a survivor flying off a rooftop in a 
fatal plunge. This is by far the quickest way to 
kill a survivor. 


Tank Achievements 


Name: All 4 Dead 


OjSr'' Description: Kill all four survivors 
* ^ in one life while playing as a Tank. 

Gamerpoints: 30 

Tips: This is nearly impossible unless the 
survivors are all at low health. So it's up 
to your team to deal as much damage as 
possible before the Tank spawns. If you 
spawn as the Tank, focus on incapacitating 
the survivors one at a time, starting with 
those with the least health — they'll 
be highlighted with a red or orange 
silhouette. 


While playing as the Tank, there's a white 
progress bar on the right side of the screen. 
This is the control bar. Every second you're 
not attacking a survivor, the white bar 
decreases, indicating how iong you have untii 
you lose control of the Tank — if this bar is 
depleted entirely, another player is given 
control.To prevent this you must hit a 
survivor to reset the control bar. So you must 
play aggressively as the Tank and stay on the 
attack at all times. There's no time to hide and 
set up ambushes. 


Since the survivors can outrun the Tank, look 
for opportunities to corner your prey. If you 
can get a survivor up against a waii,you can 
dish out some serious damage with meiee 
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Name: Man vs.Tank 


Description: Single-handedly kill a 
Tank. 


Gamerpoints: 30 


Tips: This achievement requires the 
cooperation ofyourteammates.Tell them to 
hold their fire and simply evade the Tank's 
attacks. Meanwhile, engage the Tank on 
your own, preferably using an auto shotgun 
or assault rifle. For best results, attempt this 
achievement on a low difficulty setting so 
the Tank doesn't have much health to begin 
with. This will not work in single-player 
because your Al-controlled teammates 
automatically engage the Tank. 

Name: Tank Busters 

. ^ Description: Kill a Tank without 

him dealing any damage to a 
survivor. 


When reports of women viciously attacking first 
responders initially surfaced, the incidents were not 
immediately linked to the outbreak. These were largely 
thought to be isolated incidents caused by women 
who had "snapped"due to the stresses of the crisis. 

But as more detailed reports trickled in, it became 
clear that these were more than women suffering a 
psychological breakdown. All the attackers exhibited 
similar attributes and characteristics, including pale 
white skin, long claw-like fingers, and glowing red 
eyes — clearly signs of infection-based mutations. 
Furthermore,they were all sobbing uncontrollably 
when discovered, a behavior that has caught many a 
good Samaritan completely unprepared. As word of 
similar attacks spread, these infected became known 
as Witches. Firsthand accounts of Witch attacks are 
rare and somewhat dubious, but that hasn't stopped 
the proliferation of rumors and tall tales. In some of 
these stories individual Witches have been credited 
with wiping out entire squads of well-armed troops. 
While the body counts differ from story to story, there 
are a few disturbing common threads in these tales: 
the Witch's alarming speed, her tenacious ferocity, and 
extreme resilience. 


Gamerpoints: 20 


Tips: Attempt this achievement at one 
of the easier difficulty settings, otherwise 
it's very tough. The terrain largely dictates 
your team's success. If you can continue 
backpedaling while shooting, you can all 
avoid getting hit by the Tank. But this only 
works in large open areas. 

^ — I Name: Towering Inferno 

V Description: Light a Tank with a 
molotov. 


Anti-Witch Tactics 

While aggressive behavior is a common trait 
shared by all infected, the Witch is the only 
variant that has a truly passive side. It's 
entirely possible to walk past a Witch (at a 
distance) without provoking her. But if startled 
she will attack, singling out the individual 
responsible for the disturbance. 


Gamerpoints: 10 

Tips: If you have trouble targeting a moving 
Tank, wait until he stops to pick up an object 
to throw. But act quickly or else you may get 
hit by the flying projectile before you can 
toss the molotov. 


* As with Tanks, the presence of a Witch is easy to 





detect if you listen closely. For one, she has her 
own spooky musical soundtrack, which plays as 
long as you're within her area. Second, you can 
hear her crying, creating a very eerie 




auhos|jnere— the closer you get, the Iquiier ^ 
|the cries become. So when you hear these cues, 
pay very close attention and consider slowing - 
. down until the Witch's location is revealed. ^4||| 

^ Witches are very sensitive to light, so turn off 
all flashlights when one is detected. Shining a ^ 
flashlight directly in a Witch's eyes is a good 
way to get your face torn off. 


Like all infected. Witches are randomly spawned 
by the director to increase the difficulty. 
Sometimes they're placed in areas that can be 
bypassed, and at other times the director puts 
them right in your team's path. In these cases 
you must kill the Witch. Distance is your best 
ally when confronting a Witch, so back off as far 
as possible before opening fire. When everyone 
is at maximum range, open fire simultaneously. 
The Witch will come charging at the first player 
who hit her, so if that teammate is knocked 
down, be sure to provide protection. Given the 
Witch's speed, it's tough to score headshots, but 
this is by far the quickest way to kill her. 

If you can't engage a Witch at long range, 
look for other ways to delay her attack. If 
she's in a room, toss a molotov at her and 
shut the door. She'll eventually claw her way 
through the door but will sustain heavy 
damage from the molotov while doing so. 
Pipe bombs will not draw her attention, but 
she will attack whoever threw it. 

Sometimes Witches are spawned next to cars 
equipped with alarms, testing your team's 
ability to remain calm. If the car alarm is set off 
it not only startles the Witch but also triggers a 
swarm attack. This is a very bad situation and is 
best avoided, but if it occurs, kill the Witch first, 
then turn your attention to the incoming horde. 


THE WITCH IS NOT PLAVABLE IN VEPSiiS 
MQ&E BUT STILL MAKES APPEARANCES 

determined by the director, the 

INFECTED TEAM SHOULD ALWAVS 
TRV TO SET UP AMBUSHES NEAR 
WITCHES IN AN ATt'EMPT TO CAUSE 
THE SURVIVORS TO STARTLE HER. 
SHE'S A VERV POWERFUL FORCE 
MULTIPLIER FOR THE INFECTED, SO 

take advantage of her. 


Witch Achievements 

Name: Burn the Witch 

Description: Light a Witch with a 
j molotov. 

Gamerpoints: 10 

Tips: Don't wait until she attacks.Toss a 
molotov at her while she's crying and in 
a seated position — then be ready for the 
consequences. 

^ I Name: CrOwnd 

Description: Kill a Witch with a 
single headshot. 

Gamerpoints: 30 

Tips: Startle a Witch and then shoot her in 
the head with a sniper rifle as she charges at 
you. Make sure nobody else on your team 
fires. Only attempt this at long range so you 
can fire follow-up shots if the first one misses. 

r77I~l Name: Do Not Disturb 


Description: Sneak past all 
Witches in a campaign without 
disturbing one. 

Gamerpoints: 20 

Tips: Earning this achievement depends 
largely on the director's placement of 
Witches, but if you keep your flashlight off 
and crouch while moving, you can sneak 
past most of the Witches the director 
throws at you. 

-* I Name: Witch Hunter 

Description: Kill a Witch without 
any survivor taking damage from 
her. 

Gamerpoints: 20 

Tips: Distance is the key to earning this 
achievement. Attack a Witch at extreme 
long range, preferably with four assault 
rifles. If you're back far enough and land 
your shots, you should be able to kill the 
Witch before she advances to melee range. 
If necessary, have the targeted teammate 
backpedal as the Witch draws near. 






SUffpllAS 


Surviving an outbreak is more complex than running from safe house to safe house in search , " 
of rescue. You must defend yourself against the growing population of the undead, and 
doing so requires a firm understanding of firearms and the specialized tactics associated 
with each type. In this chapter we take an in-depth look at each weapon, providing stats 
and vital employment tips, helping you make each shot count. During your trek you'll 
also encounter a variety of supplies and pickups your group of survivors can use to their 
advantage.These items and all health supplies are also discussed, so pay close attention. 


Standard Weapons 


These basic weapons are available at the start 
of every movie. They can also be found in early- 
stage safe houses. Although they lack some of the 
advanced features of the weapon upgrades, they're 
still formidable weapons capable of dealing with 
any threat the director throws at your team of 
survivors. But choose your weapons wisely. Always 
start with a mix of SMGs and pump shotguns to 
balance out your team's capabilities. 

Pistol 

Damage: Low 
Penetration: Low 
Accuracy: Moderate 
Range: Short-Intermediate 
Rate of Fire: Moderate 
Reload Time: Fast 
Fire Mode: Semi-automatic 
Magazine Capacity: 15 (30 for Dual Pistols) 
Ammo Count: Unlimited 

Description 

Based on a popular design dating back nearly a 
century, this semi-automatic handgun is a formidable 
backup weapon. Its widespread use among police 
departments, the military, and civilians ensures 
it's easy to find during any outbreak. Although it's 
not the most powerful firearm available, it's quite 
accurate and can fire multiple rounds in a short 
span of time. Furthermore, a spent magazine can be 
ejected and a fresh magazine loaded within a few 
seconds. Since the weapon can be operated with 
one hand, a shooter can carry and fire two pistols 
' simultaneously. 


Fietd Notes 

The pistol suffers from low damage output and 
penetration. For best results, aim for the head 
for instant kills against common infected — all 
it takes is one shot. Otherwise it may take two 
or three rounds to the chest to guarantee a kill. 

Pistol rounds cannot sever limbs or decapitate, 
no matter how many shots are fired. 

Two pistols are always better than one. Look 
for pistols lying around and pick one up so you 
can wield dual pistols. This essentially doubles 
the pistol's magazine capacity, rate of fire, and 
damage output. There is no downside. Once a 
second pistol is acquired, it cannot be dropped 
unless you're killed. 

The pistol has an unlimited supply of ammo, so 
use it as frequently as possible to conserve 
ammo for your primary weapon. Equip it when 
engaging isolated threats in low-density areas. 
Then switch to your primary weapon when 
dealing with larger groups or infected bosses. 

When armed with a shotgun, use the pistol to 
engage threats at intermediate to long range. 
It's far more effective at these distances than 
either shotgun. 

If you're incapacitated and lying on your back, 
the pistol is the only weapon at your disposal. 
While the situation is desperate, it's not 
completely hopeless. Continue firing on 
nearby threats while waiting for a teammate 
to revive you. 




Pistol Achievements 


This is a standard 1 2-gauge pump-action shotgun, 
popular with law enforcement and civilians 
alike. It fires a lethal spray of lead shot in a wide 
spread pattern, ideal for engaging large groups 
of infected at close range. But after each shot, the 
spent shell must be manually ejected and a new 
shell loaded by working the pump-action handle, 
giving it a comparatively slower rate of fire than all 
the other weapons. Loading time is also a concern, 
as the weapon must be loaded one shell at a time. 
But the awesome damage output more than 
makes up for these deficiencies. 


Name: Akimbo Assassin 


Description: Survive an entire 
campaign using only pistols. 

Gamerpoints: 30 

Tips: This is tough and is best attempted 
at the easier difficulties or when playing 
with a competent team willing to cover 
you for an entire campaign. Avoid picking 
up any other weapons while attempting 
this achievement. 


Pietd Notes 

This shotgun is an absolute meat-grinder at 
close range, capable of blowing off zombie 
limbs and heads with one shot. Accuracy isn't a 
big issue either — ^just point and shoot. Severing 
a zombie's arms or legs is just as lethal as 
exploding its head or peppering its torso, so 
don't worry about fine-tuning your aim. 


Name: Ground Cover 

■S Description: Save another 

survivor from a special infected 
while on the ground. 

Gamerpoints: 30 

Tips: While incapacitated and lying on 
your back, look around and open fire on 
a Hunter, Smoker,Tank, or Witch that is 
attacking a teammate. You must kill the 
attacker with your pistol(s) to get the 
achievement — it's easiest when targeting 
a Hunter or Smoker that has pinned or 
ensnared a teammate. 


The weapon's shot is capable of penetrating 
multiple targets, so it's great during swarm 
attacks. For best results, aim at a doorway or 
another bottleneck to kill multiple zombies 
with a single shot. 


The pump shotgun is the heavy hitter of the 
standard weapons and should always be 
equipped by at least one member of your 
team. It's perfect for close-combat situations 
in buildings and other cramped spaces. While 
clearing interiors have teammates equipped 
with this weapon take the lead. 


Pump ShotQUn 


Damage: High 
Penetration: High 
Accuracy: Low 
Range: Short-Intermediate 
Rate of Fire: Slow 
Reload Time: Slow 
Fire Mode: Pump-Action 


Make a habit of loading fresh shells into the 
weapon after each engagement. If the 
weapon runs completely dry, it will take 
several seconds to completely reload it, 
leaving you vulnerable to attack. 


Like all weapons, the pump shotgun can be 
used as a melee weapon. This is critical and 
should become second nature, particularly 


Magazine Capacity: 8 


when reloading or when confronting a 


Total Ammo Count: 128-1-8 


Boomer at point-blank range. 
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The weapon's damage output is a double- 
edged sword, particularly when playing at the 
harder difficulties. One misplaced shot could 
seriously injure or incapacitate a teammate. So 
be extremely careful when firing around 
teammates. If in doubt, use melee attacks until 
you can get a clear shot. This is critical when 
trying to knock away Hunters or Smokers, 
because attacking them directly could hurt a 
pinned or ensnared teammate. 

The auto shotgun is better than the pump 
shotgun in all categories. So look for the 
opportunity to upgrade — and never 
downgrade. 


Submachine Gun (SMQ) 
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Bullet for bullet, the SMG inflicts less damage 
than the pistol. Therefore, it may take up to 
five rounds to neutralize a single zombie. 
When time allows for precise aiming, go for 
headshots for the quick takedown. Scoring 
headshots helps conserve ammo, too. 


The SMG's small, low-velocity rounds don't 
have the power to penetrate multiple targets. 
Nor can they sever limbs or cause heads to 
explode. 


Consider equipping the pistol when 
confronting individual targets or clearing 
low-density areas. This helps save your SMG's 
ammo for true emergencies. 


Damage: Low 
Penetration: Low 
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Accuracy: Moderate 

Range: Short- 
Intermediate 



Operating the SMG requires a cool head and a 
steady hand. Even during swarm attacks, avoid 
holding the trigger down for a long time. This 
simply wastes ammo as your weapon pulls off 
target or pumps round after round into an 
already-neutralized zombie. And never swing 
the weapon left or right while firing — this is a 
good way to hit teammates. Lay off the trigger, 
aim, and then shoot. 


Rate of Fire: Very High 
Reload Time: Fast 
Fire Mode: Automatic 
Magazine Capacity: 50 
Total Ammo Count: 480 + 50 


At point-blank range, push zombies back 
before engaging them. If firing at such 
extreme close range, it's difficult to aim, and 
often bullets fly off target, over a zombie's 
shoulder. After the melee attack, recenter your 
aim and perform a headshot as the zombie 
stumbles backward. 


Description 

Although illegal in most jurisdictions, automatic 
submachine guns like this are prized possessions of 
rural hunters and urban street gangs, making them 
relatively easy to find, regardless of setting. What it 
lacks in stopping power, the SMG more than makes 
up for with its blazing rate of fire; it can empty its 
50-round magazine in a few short seconds. As a 
result, ammo consumption is a serious concern, 
requiring great discipline from the shooter. The high 
rate of fire also results in excessive recoil and muzzle 
climb.To conserve ammo and keep the weapon on 
target, fire in short three- to four-round bursts. 


The SMG's low damage output and lack of 
penetration can work in your favor when 
engaging Hunters or Smokers attacking your 
teammates. If you're not within melee range, 
simply shoot the attackers until they're no 
longer a threat. Even if you hit your teammate, 
it won't do too much damage. 

■ The assault rifle has a lower rate of fire than 
the SMG, but in all other aspects, the assault 
rifle is a far superior automatic weapon. 
Upgrade as soon as possible. 



While the weapon's automatic functionality 
is useful during chaotic situations, avoid 
holding the trigger down. Unless engaging a 
Tank or Witch, one shot is usually enough to 
take down any targets you're pointing the 
weapon at. Also, when it's fired automatically 
the weapon's recoil causes the muzzle to 
climb. So let the weapon settle before firing 
follow-up shots. 


These weapons are superior to the standard 
weapons and should be sought out at the earliest 
opportunity. Once they are acquired, avoid picking 
up standard weapons — they're considered 
downgrades. The locations of weapon upgrades 
are largely determined by the director, but the 
upgrades can be found in some static locations, 
including some safe houses. 


Always be aware of your backdrop. 
Teammates standing behind your target 
have a strong chance of being sprayed by 
penetrating shot. Firing the weapon 
automatically can pose a huge threat to your 
teammates, especially at the higher difficulty 
levels. 


Auto Shotgun 


Damage: High 
Penetration: High 
Accuracy: Low 
Range: Short-Intermediate 
Rate of Fire: High 
Reload Time: Slow 
Fire Mode: Automatic 
Magazine Capacity: 1 0 
Total Ammo Count: 128+10 


Like the pump shotgun, this weapon can 
sever limbs and heads with a single shot, so 
go easy on the trigger when engaging 
individual zombies. 


Avoid shooting the auto shotgun at distant 
targets — it will do little to no damage, 
wasting ammo. Instead, rely on your pistol or 
the long-range weapons of your teammates 
to deal with such threats. 


Keep the weapon loaded to capacity at all 
times. If the weapon runs dry, it must be 
reloaded one shell at a time. This can take 
several seconds thanks to the weapon's 
1 0-shell magazine. Be prepared to knock 
away zombies with melee attacks while 
reloading. Also, let your teammates know 
you're reloading, so they can cover you. 

As with the pump shotgun, have teammates 
equipped with the auto shotgun take the 
lead when clearing building interiors or 
other confined spaces. They're best suited to 
engage infected that leap or rush around 
corners. 


Description 

This combat automatic shotgun performs similarly 
to the standard pump model but can be fired 
automatically by simply holding down the trigger. 
The increased rate of fire is a welcome addition, 
particularly when confronting large swarms 
at close range. But unlike the other automatic 
weapons, it utilizes an under-barrel tube magazine 
that must be loaded one shell at a time, just 
like the pump shotgun. However, the weapon's 
long reload time and limited range are its only 
drawbacks. 


Piatd Notes 

• The damage output of the auto shotgun is 
identical to that of the pump shotgun, with 
the same spread and penetrative qualities. As 
a result, it's best employed at close range 
against tightly clustered targets.Take 
advantage of choke points for optimal 
results. 



Assault Ri/te 


Damage: Moderate 
Penetration: High 
Accuracy: High 
Range: Short-Long 
Rate of Fire: High 
Reload Time: Fast 
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As with the SMG, avoid firing long bursts to 
enhance accuracy and conserve ammo. The 
assault rifle's recoil isn't as harsh as the SMG's, 
but muzzle climb is still a factor when firing 
lengthy bursts. 




If you're running low on ammo, switch to the 
pistol and preserve the assault rifle's ammo for 
critical events like run-ins with Tanks or 
Witches. Two or three assault rifles firing on 
full auto can quickly deplete the health meter 
of a Tank or Witch. 


Fire Mode: Automatic 
Magazine Capacity: 50 
Total Ammo Count: 360 + 50 


When engaging targets at long range, always 
drop to a knee before firing.This not only 
increases the rifle's accuracy but also 
minimizes the effects of recoil. 


Description 

This is the standard-issue infantry assault rifle 
employed by the military and some police agencies. 
These rifles can usually be found in areas that have 
been overrun or completely abandoned by the 
armed forces and local law enforcement. It's a highly 
versatile weapon perfectly capable of engaging 
targets at short, intermediate, and long range. 
Although equipped with automatic capability, it's 
most accurate when fired in short controlled bursts 
from a stationary, crouched stance. 

Fietd Notes 

The assault rifle is easily the most well- 
rounded weapon available thanks to its solid 
performance in a variety of situations and 
settings. It's a vast improvement over the SMG, 
so upgrade at the earliest opportunity. 

While not as powerful as the shotguns, the 
assault rifle can still shear off zombie limbs 
and heads with a quick automatic burst. 

Given the rifle's automatic capability and 
penetration power it's possible to score 
multiple headshots with a single auto burst. 
Bullets fired through one target's head 
continue traveling in a straight line, 
penetrating anything behind it. Also, try 
aiming the rifle at head level and panning the 
crosshairs across multiple targets to decapitate 
a line of approaching common infected. 



During swarm attacks try to take advantage of 
bottlenecks such as doorways. Firing 
automatically into a doorway filled with 
infected is a great way to mow down large 
groups of infected in a matter of seconds. 
Unlike the SMG's, the rifle's penetration 
ensures any targets behind the first row take 
damage. 


Sniper Rifle 



Accuracy: Very High 
Range: Intermediate-Long 

Rate of Fire: Moderate 
Reload Time: Slow 
Fire Mode: Semi-automatic 
Magazine Capacity: 1 5 
Total Ammo Count: 180 - 1-15 

Description 

Primarily designed as a hunting rifle, this semi- 
automatic "ranch rifle" is fitted with a scope ideal 
for engaging targets at long range. Constructed 
of blued steel and hardwood, the rifle is extremely 
durable and reliable. But its stopping power is its 
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greatest asset — this is the quintessential one-shot, 
one-kill weapon. However, unlike the other box 
magazine-fed weapons, the sniper rifle takes a 
while to reload. Its relatively low rate of fire can 
also make it more of a liability than an asset in 
close-quarter engagements. But these are minor 
trade-offs when taking into account the weapon's 
awesome power. 


Otherwise the director just spawns more ? 
zombies. You'll run out of ammo long before 
the director gives up. 


MiniQUn 


i Damage: High 

4 Penetration: 

I ■■ High 

Accuracy: Moderate 
Range: Intermediate-Long 

Rate of Fire: Extreme 


Field Notes 

The sniper rifle is the most specialized 
weapon available and is most effective at 
mid-long range. For this reason, equip your 
team with no more than one of these rifles — 
greater balance is required. 

Use the rifle's scope only when a teammate is 
nearby to cover you. While peering through 


Reload Time: N/A 


/A Fire Mode: Automatic 
Magazine Capacity: N/A 
Total Ammo Count: Unlimited 


the scope it's easy to get flanked. In most 
situations, the crosshairs on the HUD are 
adequate for aiming. 

This weapon delivers the same punch as a 
shotgun, but with far greater precision and 
range. There's no need to try for headshots. A 
single shot to the chest of a zombie is Just as 
deadly. Single shots also sever limbs and 
explode heads. 

Due to the rifle's penetrative power, a single 
round can passthrough and kill multiple 
zombies. So don't be afraid to fire the rifle 
into large clusters of infected gathered in 
doorways or other choke points. Just make 
sure none of your teammates are in the path 
of the unstoppable bullet. 

Despite its box magazine, the reloading 
process is cumbersome. So be ready to knock 
away infected with melee attacks while 
reloading. 

Always supplement a sniper rifle with at least 
one assault rifle and one auto shotgun to 
balance out your team's firepower. You'll 
need the assault rifle's automatic fire and a 
shotgun's close-quarter proficiency to make 
up for the sniper rifle's shortcomings. 


Description 

Efforts to defend towns and evacuation centers 
prompted the military to place these devastating 
fixed weapons at critical sites, often oriented in a 
defensive posture. But in the haste to evacuate, 
these guns were left behind. With its rotating 
barrel configuration, the minigun can fire several 
thousand rounds per minute, perfect for mowing 
down large swaths of infected. It does have a 
tendency to overheat, though, so you must pause 
for it to cool down. 

Field Notes 

The weapon's rotating barrels are driven by 
an electrical motor. When the trigger is 
depressed, the motor starts and the barrels 
begin to rotate. But it won't fire until the 
barrels are rotating at top speed, so be 
prepared for this one- to two-second delay 
when squeezing the trigger. 

While firing, glance down at the barrels 
occasionally. If they begin to glow red, the 
weapon is close to overheating. Either lay off 
the trigger or continue firing until the 
weapon ceases to operate. In either case, 
firing can resume within a few seconds. 
Consider disengaging and using your 



. A Avoid camping out on high perches and 
taking potshots at distant nonthreatening 
targets. It's important to keep moving. 


primary weapon until the minigun is ready to 
fire again. 
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The minigun has a very limited firing arc and is 
most useful for covering narrow fields of fire. 
For this reason it's important that at least one 
teammate guards the gunner, providing 
protection from flanking attacks. 


Molotov Cocktail 

These crude incendiary devices are 
little more than a bottle filled with a 
flammable liquid and a piece of lit cloth 
serving as a fuse. Simply throw one at 
a target or at the ground to create a 
large wall of flame. The infected show 
no fear of fire and will charge headlong 
into flames while trying to reach you 
and your team. But even the infected 
can't survive fire and eventually fall to 


Look for opportunities to kill infected bosses 
while firing the minigun. This is by far the 
quickest way to take out a Tank. But if the Tank 
moves out of the weapon's field of fire, ditch 
the minigun and continue attacking the Tank 
with your primary weapon. If you stay behind 


the gun, you're a sitting duck. 


the ground engulfed in flames. Creating 


'* Sometimes using a minigun isn't the best 
tactic for defending certain areas. So remain 
flexible, even if it means using a minigun 
sparingly during an infected attack. After all, if 
the attack is originating behind the minigun, it 
won't do you any good. 


Minigun Achievement 

— I Name: Red Mist 

Description: Kill 1,000 infected 
with a mounted machine gun. 

Gamerpoints: 20 

Tips: This is a basic incremental 
achievement tracked over time. Simply 
man the minigun as frequently as possible 
during finales and mini-finales and you'll 
eventually kill enough infected to earn the 
achievement. 


fiery barriers with molotovs is very useful during 
finales, when your team must hold a fixed position. 
They're also great for halting pursuers. For best 
results, toss them in narrow choke points, offering 
the infected no other way around. 


ALWAVs tf?y to tARGEt TANKS ANb 
WitCHES VVitA MQLQtQVS. SEttiNG 
THESE TOUGH BOSSES ON f (KE 
VVHItTLES &0VVN THEIR HEALTH 
QUICkUyTTHE TANK CAN'T LAST MORE 
than 30 SECONDS WHEN SET ON f IRE. 


Pipe Bomb 



cylinder 

capped at both ends and filled with an explosive 
compound such as gunpowder. These particular 
pipe bombs are equipped with an electronic 
beeping device and a flashing red light, designed 



to attract the infected. Simply toss one of these 
and watch the common infected rush to it and 
vaporize into a red mist when it explodes.These 
are great diversionary devices best employed 


These weapons are thrown, and each is capable 
of its own brand of destruction. You can only carry 
one hand-tossed weapon at a time, so take this into 
consideration before picking one up. If you already 
have a hand-tossed weapon in your inventory, it's 
automatically dropped when a new one is picked 
up. These weapons are often randomly placed by 
the director, but large stashes of them can usually 
' . . "be found at finale locations. 


during swarm attacks or when your team is trying 
to make it to a rescue vehicle at the end of a finale. 

If you or a teammate gets vomited on by a Boomer, 
immediately toss a pipe bomb away from your team 
to divert the incoming horde. Unfortunately, these 
explosives are only effective against the common 
infected — the infected bosses will ignore them 
completely, but they can still be injured or killed if 
within the blast radius at detonation. 







Fuel cans, oxygen tanks, and propane tanks can 
be shot to unleash massive devastation on the 
infected. But they can also be picked up (press the 
use button) and carried, allowing your team to 
place them in strategic positions. While carrying 
one of these objects you can't fire your weapons. 
However, you can perform a melee attack with 
them, enough to knock infected back until you 
can drop the item and retaliate with a more 
deadly attack. 

Fuel Can 

These red cans are quite 
common and are filled with a 
flammable liquid. Shoot them 
to create a large wall of fire. 

Given the larger volume of the 
container, fires created by fuel t 
cans are spread over a larger area 
than those created by molotov cocktails. They're 
best employed in defensive situations when you 
can hand-place each fuel can in certain strategic 
areas. But they won't ignite until shot, so don't 
forget to blast them during the chaos of a finale. 
The fire created by these cans can wipe out 
dozens of infected, including bosses. 


T5 


Oxygen Tank 


y These green 
f cylindrical 

^ ta n ks CO nta i n 

pressurized oxygen and can usually be 
found at hospitals or inside ambulances. When 
shot, a tank emits a hissing sound for a few 
seconds and then violently explodes, liquefying 
any infected within its large blast radius.The delay 
can make it tough to time their detonation, so 
they're best tossed into high-concentration areas 
where the infected have restricted movement, 
such as doorways or small rooms. 


Propane Tank 

Propane tanks are quite common 
and found in locations ranging 
from industrial facilities to 
residential backyards. Unlike 
the oxygen tank, propane tanks 
explode immediately when 
shot, making them far more 
predictable and useful during 
defensive situations. Scatter these 
tanks around major choke points prior 
to a finale and target them as swarms of infected 
rush past. The blast radius is similar to that of an 
oxygen tank, instantly killing all nearby common 
infected. These can also be used effectively against 
Tanks and Witches. Have one teammate toss a 
propane tank at the infected boss while another 
shoots it. Just make sure you're a safe distance 
away when it explodes. 


Contrary to popular myth, fire 
extinguishers don't explode 
when punctured. Instead, they 
release their gaseous contents 
with a loud hiss. While this 
may annoy zombies standing 
nearby, it won't kill them. In 
fact, the hissing sound may 
attract more infected. 






There are three major types of supplies your group 
of survivors should watch out for: ammo, first aid 
kits, and pills.These supplies are vital to surviving 
your journeys through infected territory. 


Ammo 




Without ammo the primary weapons are little more 
than crude bludgeons. Therefore, it's extremely 
important to conserve and stock up on ammo 
to keep these weapons firing. To retrieve ammo, 
simply stand next to a stockpile and interact with it. 
Always reload before interacting with an ammo pile 
to ensure you're retrieving the maximum amount. 
Ammo piles can always be found in safe houses as 
well as in other static locations across each level. 
Unlike with some supplies and pickups, the location 
of ammo is not determined by the director. So each 
time you play through a level, ammo will be located 
in exactly the same spot each time. Study the 
provided maps in the following chapters to locate 
all the ammo sites, and make sure to stop at each 
while advancing through each 
level. 

First Aid Kit 

These small red bags contain 
bandages and other first aid 
supplies vital to restoring health. 



To use a first aid kit on yourself, equip it and then 
press and hold the fire button. Healing takes a few 
seconds, so make sure a teammate is covering 
you — the white progress bar in the center of the -- 
screen indicates how long the process takes. Avoid 
healing out in the open where attacks can come 
from anywhere. Instead, look for small rooms, 
preferably with few entry points. You can also 
heal teammates. Equip a first aid kit, approach a 
wounded teammate, and then press and hold the 
melee button. The teammate can continue rotating 
and firing while being healed but must remain 
standing in the same spot; otherwise, the healing 
process must start over. Once the healing process is 
complete 60 hit points are recovered. 


First Aid Kit Achievements 




Name: Dead Giveaway 

Description: Heal a fellow survivor 
when your own health is below 1 0. 


Gamerpoints: 10 

Tips: Don't make a habit of doing this, but 
it's worth trying it one time to earn this 
achievement. Before using your first aid kit 
on someone else, make sure somebody else 
has a first aid kit ready to heal you. 




Name: Field Medic 

Description: Heal 25 survivors with 
a first aid kit. 


Gamerpoints: 20 

Tips: This will take some time to achieve 
and means putting the health of your 
teammates first. But don't be foolish. If 
your health bar is in the orange or red 
zone, always heal yourself. You won't do 
your teammates any good if you're dead. 
To speed up the process, offer to pick up 
all first aid kits and heal teammates on the 
spot.This works well in safe houses before 
starting a level — you can perform as many 
as three heals in a few seconds. 









These pain reliever pills are another 
way to restore health. But pills are 
only a temporary fix, holding you 
over until you can find and use a first 
aid kit. Consuming pills restores your 
health by 60 hit points but does not 
completely heal serious injuries. So if 
your health bar is in the orange or red 
zone, it will remain the same color even after you 
down a bottle of pills. As a result, any mobility 
penalties associated with low health are still 
applied, causing your character to limp and lag 
behind teammates with health in the green zone. 
Anyone who's healed with pills has a health bar 
filled with dashed vertical lines instead of a solid 
bar. So take notice of your teammates' health 
bars and provide support as needed — it may 
mean slowing down to prevent leaving someone 
behind. If you have a teammate in need of health, 
you can hand over a bottle of pills by equipping it, 
standing next to the teammate, and pressing the 
melee button. This simply transfers the pills from 
one inventory to another — your teammate must 
then consume the pills. 


Pills Achievement 

Name: Pharm-assist 
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Description: Give pain pills to 1 0 
Survivors. 


Gamerpoints: 20 

Tips: Simply hand over 1 0 bottles of pills 
to your teammates. 




You can monitor the types 
of first aid supplies your 
teammates have by looking at 
their avatars or glancing down 
at their health bars. If they're 
carrying first aid kits, the red 
bags appear on their backs. Pill 
bottles are carried on the belt, 
on the right hip. A quicker way 
to collect this information is 
by looking at their health bars. 
First aid kit icons and/or pill 
bottle icons show up next to 
their avatars' portraits. So if you 
need to heal, consider asking 
one of your teammates for help.t 


First Aid Station 




These large red cabinets always contain 
first aid kits, pills, or a combination of both. 
The contents of each first aid station are 
determined by the director, based on your 
team's progress. If your team is healthy and 
hasn't used any health supplies, the first 
aid station may contain only a single bottle 
of pills. But if your team is badly wounded 
and has exhausted all health supplies, the 
station may be filled with four first aid kits. 
While their contents are dynamic, the first 
aid stations are always in the same locations 
on each level. Study the maps in the 
following chapters to find and memorize 
their locations.They're usually found in 
safe houses but also appear in other areas. 
Knowing where these stations are gives 
your team a tremendous advantage. 
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In No Mercy, the survivors — Bill;Francis, 

Louis, and Zoey — are tasked with traversing 
an urban landscape in search of rescue. 

Their objective is to reach Mercy Hospital in 
the middle of the city. As the only suitable 
helicopter landing pad for miles, the 
hospital's rooftop is the closest evacuation 
point. But there's one problem — thousands 
of reanimated infected stand between the 
survivors and the hospital. The Journey takes 
the survivors through the city streets, down 
into a subway tunnel, into the sewer system, 
and finally into the hospital. Each location is 
swarming with the undead menace, requiring 
constant vigilance among the survivors 
during this nighttime trek through an 
extremely hostile environment. 
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The infected bosses cannot 
spawn at the start point of 
any level. So take this time to 
gear up and talk with your 
teammates, formulating a 
plan for your trek. But in 
versus mode, the longer 
the time you spend at the 
start point, the longer the 
opposing team's infected have 
to stage elaborate ambushes 
in the passages ahead. So 
make sure you grab all the 
pickups, but don't linger too 
.long in these safe areas. 
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shotgun or the submachine gun (SMG). Both are 
very competent weapons, but the pump shotgun 
is a bit easier to use in the cramped apartment 
below. Still, it's a good idea to keep a balance 
within the team. So check with your teammates 
and consider going in with two submachine guns 
and two pump shotguns. Also, don't forget to max 
out on ammo and grab one of the first aid kits. 


paftment Building 


At the start of No Mercy, the survivors find 
themselves on the rooftop of an old apartment 
building. Unbeknownst to them, this very 
apartment building was quarantined early on 
during the outbreak, meaning that dozens of 
infected roam the rooms and halls below. From 
this elevated position, Mercy Hospital can be seen 
in the distance. While it doesn't look very far away, 
the path ahead is long and treacherous. For this 
phase of the journey, the survivors must descend 
through the infested apartment building and 
make it to the subway station down the street. 


When your team has geared up and is ready to 
move out, you must descend to the apartment's 
third floor. There are two paths downstairs.The most 
obvious is the staircase at the center of the roof But 
your team can also drop down through the skylight, 
landing in a bedroom below. Both entry points have 
their advantages and disadvantages.The skylight 
is the quickest way to reach the third floor, but it's 
tough to clear the room below before dropping in, 
so your team is at risk. The staircase is a much safer 


Before moving out, gear up at the nearby table. All 
survivors are armed with pistols at the beginning 
of the level and can supplement their load-out 
with one of two primary weapons: the pump 
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route, allowing the lead player to clear a path while 
descending the stairs — the pump shotgun is ideal for 
this. Whatever your decision, keep the team together 
while moving through the staircase or skylight. 
Splitting up at this point could be disastrous. 


T^Jird Floor 


M 
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Regardless of which entry point your team has 
chosen, be ready to open fire as soon as you 
reach the third floor. Expect light to moderate 
concentrations of common infected on this floor. 
Quickly survey your surroundings and make sure ail 
your teammates have clear angles on the hostiles. 
The lighting is poor on this floor so keep your 
flashlights on to illuminate dark corners and rooms. 


Make quick work of the zombies on the third floor 
while pushing toward this stairway in the center of 
the building. Be careful when turning the corner to 
peer down the stairs.This is a popular ambush point, 
particularly for Boomers hoping to trigger a swarm 
attack. If you encounter one here, don't shoot! Instead, 
push the Boomer down the stairs with a melee strike 
and make the kill a safe distance away. 


Wheit playing as the iMfeetetiiriwei^U^^ 
mode, look fof this hreakawaji^w 
near the kitchen; ^ile ih ghdsd mode 
you can move through this waH and 
hide inside this otherwise inaccessible 
space; Spi^n inside thiSspace and 
wait for the;Survivoi‘S to enter the 
third floor 2^ they pass your position, 
knock down the wall with a melee 
strike and attack theni front behind. 
This is a great tactie for picking off 
lone stragglers, particularly when 
playing as theTfnnter or SmokenBiit 
a^BoOmer can also make tise Of this 
by Spawning; breaking through 
the wall, andwomiting on the 
survivors while they’re all 
bunched up in the Staircase 
leading down to the Second floor 
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EXEf^CtSE EX'tf^EME CAiittON At 
tltVAtfON tRANSftiQNS SUCH As tAt 
HOLE }N t-HE f LOOE. TAE5E AEE ONE" 
WAV tEANSittONS, meaning ttAt 
WHEN you DEQP tAEQUGA, tAEEE 
IS NO WAV to GEt BACK UP. THIS 
MAKES THEM PEEf Ecr PLACES f OE 
tAE iNf ECtED to SEt UP AMBUSHES, 
PAEtiCULAElJ^ PUEING VEESUS MODE. 
FOE example. If tHEEE SUEVIVOES 
DEOP tHEOUGH tHE HOLE AND LEAVE 
A BUDDV UPStAlES, A HUNtEE OE 
SMOKEE CAN PIN OE ENSNAEE tHE 
StEAGGLEE AND PUMMEL VOUE 
tEAMMAtE to DEAtH. THE VICtlM'S 
tEAMMAtES ON tHE f lESt f LOOE 
have no wav to Stop tHE AttAcK, 
SINCE tHEEE'S NO WAV tO GEt BAcK 
to tHE SECOND f LOOE. FQE tHIS 
EEASON, SUEVIVOES SHOULD ALWAVS 
deop tHEOUGH AEEAS LIKE tHIS 
At tHE same tiME. If NECESSAEV, 
iNitlAtE A VOICE COUNtDOWN tO 
ENSUEE EVEEVONE DEOPS tHEOUGH 
SiMULtANEOUSLy. ON tHE OtHEE 
hand. If yOU'EE PLA'yiNG As tHE 
iNf ECtED, EXPLOlt tHESE AEEAS AS 
MUCH As POSSIBLE IN AN Eff OEt tO 
SPLIt UP tHE SUEVIVOES. 
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The path through the second floor is completely 
linear, but be sure to watch the side rooms for 
infected attempting to blindside your team. The 
side rooms can also be good sources for pickups 
such as pills and molotov cocktails. If you haven't 
encountered a swarm attack by now, be ready for 
one here. You can hear these attacks building up 
before you can actually see them, so be ready to 
take a stand when you hear an incoming horde 
thundering through the building. Make sure 
everyone in the team has a clear angle on the 
hostiles and do your best to avoid friendly fire — if 
a zombie is close to a teammate, move it away 
with a melee attack before shooting. 


Continue advancing through the second floor, 
dispatching the undead as you go. When you 
come to this hole in the floor, stop and wait for 
everyone to catch up. There are usually multiple 
zombies on the floor below, some climbing up 
through the hole in an attempt to reach your 
team. Clear the visible space below before 










. dropping through to reach the first floorl If you 
have a molotov cocktail, toss it down through 
the hole to incinerate the zombies below. When 
the first floor looks clear, make sure everyone on 
your team drops through the hole at the same 
time. This will prevent anyone from getting stuck 
or pinned on the second floor. Plus, it allows your 
entire team to impose its firepower on any threats 
lurking on the first floor. 


L 









IMeeted 


Immediately after dropping through the hole, race ' 
past the blinking alarm clock to spot the green glow 
of the exit sign. Turn left and run out into the alley to 
escape the apartment building, 


liT addition to lurking on the second 
flooi^ thd infected can es^ily ambitsK 
the survivors on thd flTst floon 
attacking as soon aiS they drop 
through the hote^ ThM is n good way 
lak afey^nurvivorS with 
Boomer’S bile, tri^ering 
anwarm attack.^ dttst make 
sure yen stay but of sight until 
theSurvivotS aetually drop 
thrbugh. 


WHILE you MAV BE AMXiOUS tO LEAVE 
THE 0AEK ANb cONf {NEI> SPACES Of 
THE APAffMENf BEHIND, CONSIDER 
tAKiNG A FEW SECONDS tO SCOiiP 
tHE f lESt"FL00P ROOMS f OR SOME 
PICKUPS. THE DIRECTOR MAV HAVE 

placed some items like pills and 

IN THESE 


MOLOTOVS 


ROOMS. 


I5t FLOOD 


StREEt 


ALLEY 


SUBWAY 


Once your team has reached the first floor, you're 
only a few paces away from the building's exit. 











the^survivorS moving 
alleyi particularly wheii plying ^ 
the liBntei^ oP Smoker. The rooftops 
provide ihuch better cover and 
concealment thah the alleyi helping 
yen maintain the element of iSurprise. 

^ j^instmake!Sure yenrem^^^ 

V id ^in ghem mode until yen reach 
the rooftop— otherwise yen 
be Spotted and eliminated 
«3Pbefere yen can attack. 


Infected 


When playing as the infected in 
versus mode^ utilize the climb 
points in the alley te reach the 
rooftopS;5^tacking from the 
rooftops is the best way to attack 


l^on exiting the apartment building, the ■ 

survivors must pass through a narrow L-shaped 
alleyway leading out to the main street. The length 
of and long sight lines offered by these passages 
favor the SMG and pistol over the shotgun. So 
consider having your SMG-toting buddies lead the 
way during this phase of the journey. 


Concentrating your firepower down these alleys 
allows your team to dispatch zombies at long 
range, mitigating the chance of close encounters. 
However, there may be a few zombies huddled 
near cars or dumpsters, so be ready to blast them 
as they rush into view. While your team's firepower 
and the tall walls of the surrounding buildings 
may make you feel secure in this alley, don't linger 
here too long. In versus mode, the infected can 
attack from the rooftops, so make a concerted 
effort to reach the street ASAP. 


The alley empties into the street, the main artery 
leading to the subway station and this map's safe 
house. Combat in the street differs significantly 
from the action in the apartment or alley. For 
one, the street is very wide and the infected can 
attack from virtually any direction. 

So stay on alert and keep moving i 

to avoid getting surrounded. 

Submachine guns and 
pistols work well for - 

eliminating threats at 
intermediate to long f — 
range, but shotguns 

are essential for ^ ^ 

dealing with the 

inevitable swarm ' _ ‘ 

attack. 






mwt 


Immediately after exiting the alley, notice the chain- 
link fence blocking the street to the left, just beyond 
the abandoned police car. Zombies on the other 
side will climb this fence and attack your group, so 
watch for attacks from this direction. In the event 
of a swarm attack, toss a molotov at the base of the 
fence to torch any zombies attempting to reach 
you. But don't linger here. Eliminate any immediate 
threats and press on toward the subway station. 


EXlt{N& THE ALLEV, t-HEOUGH | 
t-HE !>00EVVAy ON f-HE EiGHt TO ENfEE 
A t>AEK abandoned Biiil-DING. ENtEE 
tAE hall and open tAE f lESt DOOE 
ON tAE LEft to locate A f }E5t 
Aid station, outside t-he subwav 

SAFE HOUSE, THIS IS THE ONlj' f lEST 

Aid station on this map. howevee, 

ITS CONTENTS AEE BASED ON HOW 
WELL yOUE TEAM IS DOING. If yOU'EE 
STEUGGLING, THE DlEECfOE MA'y PLACE 

f lEST Aid Kits inside, but if you'EE 

DOING VVELL WITH ONLy MlNOE INUUEIES, 
THE DIEECTOE MAy PLACE ONL/ A 
BOtTLE OF PILLS IN HEEE. AFTEE 
STOCKING UP ON FIEST AID SUPPLIES, 
you CAN USE THIS same BUILi>lNG TO 


Follow the street, but be careful when passing 
this tanker truck. There may be large numbers of 
infected on the other side of the truck. Furthermore, 
the truck creates a narrow choke point, ideal for 
infected ambushes positioned in the buildings on 
the sides. Quickly deal with any threats and move 
past this area as fast as possible. For a safer path, 
consider taking one of the alternate routes through 
the abandoned building or dairy. 


iBifeeted 
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The area; arDund the tanker truclL B 
one of the last great ainhush ispo 
for the infected on this map. Instead 
of attacking the survivors head onL 
hide th the buildings flanking the 
streetKfiaildingS oh hothsideSiof the 
street are accessible and provide the 
perfect opportunity to overwhelni the 
Survivors as they make a break for the 
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CIEcUMV'ENT the tankee teuck choke 
POINT IN THE STEEET. SiMpLy BUE5T 
THEOUGH THE DOUBLE DOOES AND MAKE 
A BEEAK foe the SUBWA'y STATION. 






^iubw^ station, i^ijombined 
j Jatta^k by fflanters^ a; Smokei^ 
i and ^Bbomer can really 
■ wreak ham)C and give your 
feteani the chance to killal least 
^oneSurvivoK 


Alternate Pathi Dairy 


Regardless of which path you took, limit your 
team's exposure in the street and race to the 
subway station. However, be careful not to shoot, 
bump, or antagonize the red car parked outside 
in any way — it's equipped with an alarm. Cars 
fitted with alarms have windows that flash red. 
Discharging weapons near them causes them 
to emit a sharp but short beep. If the alarm is 
completely triggered, you'll face an instant swarm 
of common infected approaching from any ^ 

direction. If this occurs, make sure your team sticks | 
together. It would be tragic to lose someone when 
you're this close to the safe house. If possible, | 
race into the safe house as soon as the alarm is ; 
triggered. But if the attack comes up the stairs i 
from the subway, your team will have no choice ' 
but to stay put and defeat the undead swarm. 




If you want to avoid potential ambushes at 
the tanker, turn left at the truck and head 
into the building marked with the Simon 
Dairy Products sign.This side passage 
allows you to avoid the tanker truck choke 
point altogether. However, the interior of 
the building is pitch black, requiring the 
use of flashlights. Still, the director may 
have hidden some useful goodies for your 
team in this passage, including first aid kits. 
So keep your eyes peeled for pickups and 
threats. Despite the darkness, the chances 
of the infected orchestrating a crippling 
attack in here are quite slim. Still, quickly 
advance to the exit and make a dash for the 
subway station. 
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'ACTION 


NECESSAf^y to ELlMlNAtE tEE, MAKE 
5UEE yOUE team iS EEAD)' tO OPEN 
f lEE SlMiiLtANEOiiSCy, AN& AV0||> 
AirttNO THE cAE Witt THE ALAEM. 
ONCE SHE'S StAEtLED, yOUE EEAM 
WON'T have much time TO EESPOND 
BEE OEE THE WttCH POUNCES ON ONE 
Of yOUE tEAMMAtES AND BEGiNS 
CLAWING AWAy. FINISH HEE Off fAst 
AN& GET DOWN INTO THE SAf E HOUSE 
BEf OEE MOEE iNf ECtED CAN UOlN THE 
AttAcK. when you'EE PLAi'lNG AS THE 
iNf ECtED, THE WITCH CAN BE A VEE'/ 
USEf UL DISTEAcTION, SO WAIT UNTIL 
SHE ATTACKS BEf OEE TEIGGEEING I'OUE 
OWN AMBUSH. 


IN youE haste to eeach the SAf E 

HOUSE, KEEP TABS ON ALL )'OUE 
teammates and make SUEE THE'T'EE 
NOT STILL UP ON THE STEEET. If 
THEy'VE BEEN PINNED B)' A HUNTEE 

OE weapped up B)' a smokee, you'LL 

NEED TO GO BACK AND EESCUE THEM. 

howevee, such tactics can be used 

As TEAPS B'y THE iNf ECTED TO DEAW 
SUEVIVOES OUT Of THE SAf E HOUSE, 
SO PEOCEED WITH CAUTION. WHEEE 
THEEE'S ONE, THEEE AEE LiKElJ' TO BE 
OTHEES EEAD'T TO POUNCE. AT TIMES 
you MAy BE BEttEE Off SAcElf ICING 
ONE teammate to save the EEST. 


Subway Safe House 

Descend the steps to the safe house and clear this 
room of threats. For the most part, a few common 
infected will be wandering around down here. 

But this room could also be the site of a last- 
ditch attempt by the infected to stop your team, 
especially during versus matches. Watch out for 
Boomers and other bosses lurking down here. Once 
it's clear, race into the safe house. 


If you're the first in the safe house, turn around and 
provide covering fire from the doorway while the 
rest of your teammates file inside. Encourage your 
teammates to move as fast as possible so you can 
shut the door and complete the level. The infected 
cannot spawn in the room connecting to the safe 
house, but they can spawn on the street above. So 
aim at the staircase, as this is the only access point 
to the safe house — any attackers will come racing 
down these steps. 
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Safe 




Having escaped the apartment, the survivors 
must now travel underground, utilizing the Red 
Line North subway tunnel. This leads directly to 
the hospital, but given the damage aboveground, 
it's not certain if the entire stretch of the tunnel is 
open to foot traffic. Before heading out, stock up on 
ammo and health in the safe house. If you haven't 
already, heal up, then replenish your supplies by 
grabbing a new first aid kit. There are always four 
first aid kits in every safe house, so be sure not to 
leave one behind.The SMG and pump shotgun are 
both adequate weapons for clearing the subway 
tunnels — ^just make sure your team has good mix of 
weaponry before exiting the safe house. 


After dropping through the hole, turn around and 
clear out this dead-end area filled with concrete 
pillars and zombies. This is a favorite hiding spot 
for infected looking to pounce on your team early 
on, so don't turn your back on this area until it's 
clear. Watch for Boomers and other infected bosses 
lurking down here. 


Meeted 


SIHKU 


outside 

this drainpipe climb point; JMes^s 
tb U^small le^e jiist above the Sa^^^ 
heuseexitif'roni here pucah attack 
theiurvivoTS hSisooh as theyiexit.S^ 
best results, wait until mbst of the 
TsurvivorS have dropped through the 
\ i] ^j^ole uear the stairway^ theh 
vWtack any Stragglers oii the 
upper levektfifou’relucky^ 
^^^Epatient, you may be a^ 

«Sif at least oneiSurvivor here. 



Just outside the safe house the floor is damaged, 
dropping down into a stairway. Pause at the top of 
this big hole and blast any zombies lurking below. 
If you or any team members have a pipe bomb, 
consider tossing it down the steps to flush out 
any infected skulking below. When it's clear, drop 
through the hole simultaneously. 




HQLL-y Stf^EEt 
StAttOM 


Ifiifeeted 


Wmie tMsurvivors make tneit 
deeisiod oil whicltesscaktoi* td tate 
pdsitioii ybup team on the plat 
aho\«. ^eit the opposing teani^ 
makes a move ion one 
escaJatons^ catlit butae yOun 
' can attackisinmltaneonsly; 

M //fen best results, wait 
W ^1 # they reach the platform, on 
|l^p if they ham split up^orgaaize 
ybun teant to eliminate any 
uH lonens. 


Two escalators lead up to the tunnel system 
above. Although each escalator leads to a separate 
platform, the same tunnel is accessible from either. 
The escalator to the left leads to the Red Line 
North platform, putting you close to the tunnel you 
need to travel through. Whatever your decision, 
stick together. If your team gets split up here, the 
infected will have an easier time dispatching you. 









Red Line North 


Drop onto the tracks and start moving along the 
Red Line North tunnel. Move quickly and drop 
any infected that get in your way. But stay close 
together and be ready for the inevitable attacks by 
the infected bosses, such as the Smoker and Hunter. 
The closer you stay together, the quicker your 
teammates will be able to respond to these attacks. 


Ifffeeted 


Wliile in ghost mode, continually 
monitoT tMSSurvivoTS as thej^ movd 
through the tunnels Tiiere^ 
many opportunitiei^ for theni to get: 
separated hereygivingyburteanithe^^ 
perfect chanee to attack, vVi^ch for 
stragglers, theh immediately spawii 
just out of sight and initiate your 
littnters can dish 
out some^eriOnS damage;^ 
especially if the victim’s 
teammates are tor aw«^ and 
unable to quickly respond. 


REb LfME 
N0f?tM 
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Be ready for a fight when you reach the top of the 
escalator. Even if no infected bosses show up, there 
are usually plenty of common infected to mop 
up before you can make a move for the tunnel. 

Also, don't linger around the escalators. Infected 
spawning downstairs love to rush up these steps 
and flank your team from behind. So remain vigilant 
while pushing toward the tunnel ahead. 
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Farther down the tunnel is a subway car with 
a table next to it. This table always has ammo 
and may even hold weapon upgrades. But 
these supplies are in the middle of the tunnel 
so be ready for ambushes. Cautiously clear the 
area of threats before dashing for the ammo 
and weapons. All the weapon upgrades are an 
improvement over the SMG and pump shotgun. 
Give the assault rifle or automatic shotgun a try 
before moving on. 


Alternate Pathi 
Side Tunnel 


h:: — . iM: 


A large hole in the wall on the platform 
near the ammo table leads into a narrow 
passage that provides a slight shortcut 
through the subway tunnel. It's usually 
a safe route, filled with few infected. 
Consider taking it during single-player 
games or the co-op campaign. But in 
versus mode, it can be a trap, with the 
' infected team coordinating attacks from 
\ both sides. So proceed with caution. 


At the tunnel's Y intersection stay to the right — 
the left branch is caved in. In this branch of the 
tunnel your team must move through a subway 
car. Cars can actually work to your team's favor, 
preventing you from being flanked from the sides. 
However, it's important to keep weapons aimed 
at the front and rear of the car — these are the 
only entry points. Swarm attacks are particularly 
easy to defeat in these cars, especially if a shotgun 
or assault rifle is deployed against the incoming 
horde. 


Continue down the tunnel and watch out for more 
infected. An encounter with a Tank is possible in 
this tunnel. If this occurs, mobility is your biggest 
concern, so stay out of subway cars and other 
cramped areas that prevent lateral movement. 

The tunnel's Y intersection is one of the best spots 
to deal with such threats, offering some room to 
sidestep the Tank's advances and incoming rocks. 
Keep firing while dodging theTank's attacks. 


vy 
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AMMO {S VER-y PR-ECiQiiS AND QatCKU^ 
t>{SAPPEAPS {f VQii'PE USiNG tPE SMG 
OP ASSAiiLt Pif L.E. SO USE THESE 
WEAPONS ONl_y WHEN ENcOUNTEPtN^ 
LAPOE OP tOU&H GPOiiPS Of ENEMIES. 
THE PISTOL OP DUAL PISTOLS APE 
MOPE THAN ADEQUATE f OP DEALING 
WITH SMALL GATHEPINGS OP INDIVIDUAL 
iNfECTED. 


iBifeeted 

Jfepjii get the chalice to pl^ as 


Tanh in theTiubwg^ tunnelLtry to 
attack the survivoPO as soon an the^^^ 
exit theSubwj^ cak at the dead end 
neaT the p(werhOdseStairweULThiS 
dead end (oT thCStairwell^ is a good 
Gonfinedspace to dish Outsome 
Serious damage Oh the Opposing teairvL 
tfi^U attack theih in the Subway can 
oTbeyond, they can simply 
A M {/backpedal down the tunnel : 
V g and escape yOut attacks while 
uj^B inflicting mUSsive damage on 


POWEP HOUSE 
TASEMENt 
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Powerhouse 


When you exit the subway car, the tunnel ahead is 
blocked. The only way out is a doorway to the left. 
This connects to a short staircase leading to the 
basement of an old powerhouse. Be careful when 
stepping in front of this doorway. This area is a 
popular choke point used by the infected team to 
keep your team from advancing out of the subway 
tunnel. So stick together and quickly deal with any 
attacks by the infected while advancing up these 
steps. 


tTTJEf ilE lyiVTVHtl 


Basement 
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IMeeted 


TMe b^eiheiit is great spot to 
attack the Survivors^ especiaily if 
playing as the Smoker ot lhanterK 
IMe behind apillat te «pawn, theii 
lurk in the shadows until yen can 
initiate a successful attack. The long 
sight lines in the room don’t favor 
the Boomer; as niuch: l^eveve^^ 
move up into the generator room, yen 
can vomit on the^Survivors through 
this hote in the floonbehind the chain 
n jgun^ThiSwilltrigger;a 
^ IJ y swarm attack, giving your 
teammates an even better 
^T^fopportunity to dish Out some 
damage. 


GVNVRAtOf? 

ROOM 


tlimb the steps and cautiously enter this " S(! 
basement area beneath the powerhouse's 
generator room. The building is supported by 
several concrete pillars, providing optimal hiding 
spots for the undead. Clear as many threats as 
possible from this entry point, then step inside 
and clear the corners.The basement's exit is 
on the opposite side of the room, so advance 
through this area quickly to avoid getting bogged 
down. But stay together; it's easy to get separated 
in this large, dark room. So keep an eye on your 
teammates and offer support as needed. 


Cross the basement as quickly as possible and 
reach this set of steps on the far side of the room. 
Beware: This is another likely spot for an ambush 
by the infected. A Hunter can leap from the top of 
the steps and pin you or a teammate with ease. 
Make sure your teammates are within support 
range before entering this area. Once the stairway 
is clear, race up the steps and enter the generator 
room. 


Generator Room 


Expect more resistance in the generator room. 
Leap over the overturned tables near the entrance 
and clear the room while moving to the right 
side, where you'll find a chain gun aimed toward 


the generators.This is the site of a mini-finale, a 
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sequence where the survivors must hold a fixed 
position for a short amount of time while the 
infected attack. In this case, your team must hold 
out while a sliding door on the opposite side of the 
room opens — interact with the control panel on the 
left side of the door to open it. 




The chain gun isn't enough to stop the infected 
attack. Some teammates should turn their attention 
to the hole in the floor behind the chain gun. 
Common infected will climb up through this hole 
from the basement and attack. A Smoker positioned 
in the basement can even pull a survivor through 
this hole and pummel the victim to death. So it's 
important this hole is covered by at least a couple 
of survivors while the other two open fire on the 


But before opening the door, take a moment to 
prepare your defense. There's usually a fuel can on 
the floor near the door. Pick it up and drop it in the 
space between the door and the generator nearest 
the chain gun. Next, raid the first aid station behind 
the chain gun and heal any team members with 
low health. When you're ready to begin, have one of 
your teammates man the chain gun while another 
runs to the door's control panel. Once it's activated, 
the lights in the room turn on and the door rises 
slowly.This also triggers an attack by the infected. 
Use the chain gun to mow down the attackers and 
be sure to target the fuel can near the generator. 
This creates a wall of fire in this gap by the door, 
igniting any infected that attempt to pass. 






hostiles in the generator room. 



Ifffeeted 


Theres are aumetWa climbi pointaiil 
the generator room^ leading to the 
upperdevel catwalk and event the 
steel heanie high above the roonit^^ 
GOhsider attacking front above while 
theaurvivoTS attenipt to fend off the 
common infeetedttfflanterO are 
^ T particularly effective when 
leaping down on theaurvivots 
^from these high points. They’ll 
I never know what hit theni! 
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}Nf ECtE!> CANNOt OPEN ^>OQP5. 

taev must bpeak them with 
melee AttAcKS. so WHEN PLAV{N(? 

AS tAE SiiPViVOPS, MAKE A AABit 
Of CLOSING EVEPy 0OOP you PASS 
tfPOU&f. NOt ONLy WtLL tflS SLOW 
DOWN tAE iNf ECtE&, BUt it WiLL 
ALSO (?{VE you AN AUDiBLE CUE WHEN 
ONE tPiES to BPEAK tfPOU&H A 
i>oop. 


CQNitPOL 
RQQM/OffiCES 
2ND FL-OQP 


with three assault rifles and one auto shotgun. 
Although some close combat is required while 
exiting the powerhouse offices, the street outside 
features long sight lines, ideal for the assault rifle 
during your team's race to the pawn shop safe 
house. 


Once the attack has ceased and the door is fully 
open, regroup and head through the passage. 
This gives your team access to a staircase leading 
to the upper-level catwalk surrounding the 
generator room. Carefully make your way up the 
stairs while watching for more infected stragglers 
eager to ambush your team. Once up the steps, 
rush into the nearby control room. 


Control Room 


Attached to the control room are the 
powerhouse's second-floor offices. A few common 
infected may be wandering around these halls 
and rooms, so stay together and search each room 
for useful supplies, such as molotovs and pills. As 
long as you stay close together, the infected won't 
have much of a chance to stage a serious attack — 
unless a Witch is present in one of these rooms. So 
keep your ears attuned to the tell-tale wailing of a 
nearby Witch. 


The control room serves like a mini-safe house, 
offering ammo and weapons. But don't let your 
guard down. Your team still has a long way to 
go before it reaches a proper safe house. Before 
stocking up, close the two doors to prevent the 
infected from sneaking up on your team. For 
the fight ahead, consider equipping your team 
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Street 


Consider knocking out the windows in the offices 
overlooking the street. From here you can pick off 
the infected in the street below, helping clear a path 
for your eventual run to the pawn shop. But don't 
linger in front of these large windows for long — a 
Smoker on the street below may yank you out of 
the building. Monitor the street, take a few shots, 
then rush downstairs and prepare to dash down the 
street. If you drop to the street through the window, 
you will take fall damage, so use the stairs. 


Get down to the street and immediately make a 
push for the pawn shop — this is where the safe 
house for this level is located. Stay together, but 
avoid stopping while moving down the street, 
engaging the infected while on the move. In versus 
mode, your opponents will undoubtedly throw 
everything they have at you here to prevent you 
from making it to the safe house. As you near the 
pawn shop, watch the chain-link fence on the left. 
Common infected will most likely climb over this 
fence to attack your team. Hunters and Smokers 
hiding around the corner can also pose a serious 
threat, so stay alert. 


Ifiifeeted 


as the Smokei; fo 
oppoiftunities te pultaurvivoPS out of 
the iSecond-floop windoyv^S of the efficesi 

|L i to theiStreet fe^eU the eommoii 
infected will provide plenty 
w^ &of assistance pummelingy^ 
victim. 
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The red car parked in front of the pawn shop 
is equipped with an alarm. Avoid bumping or 
shooting it, or else you'll be faced with a swarm 
attack. The director may also have placed a Witch 
near the pawn shop's entrance, making it virtually 
impossible to sneak past her. Between the car 
alarm and a Witch, this is a very serious situation 
that must be dealt with very carefully. If you must 
engage the Witch, make sure no stray rounds hit 
the car. 


Ififeeted 
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Wheit playing as thd infeetedr avoid 
spawning in the middle Of the 
There is little cover and the survivors^^ 
caniseepu^ preventing aspawn. 
instead, hide on the Sides oTt^^ 
and look for opportunities to Windside 
thOSurvivorsI There areSeveral climb 
points on the buildings andSemitruck^ 
\ jj rJallowing you to attack from 
y above.Tfithe ^tch IS present^ 
wait until she’s startled or 
mntil the car alarm is Set off to 
spring your attack. 


Pawn Shop Safe House 


5 T 


“5, < 


“ ■ 


sneaking PASt A WitCA PQStEO 
NEAP tAE PAWN SHOP ENtPANCE 

IS vEpy biff icULtT Blit not 

IMPOSSIBLE. StAPt BV SfUittiNG 
Off youp f LASfLlGftS, tfEN KEEP 
yOiiP DIStANCE f POM HEP WHILE 
MAKING youP WAy to tHE PAWN 
SHOP'S CLOSEST ENtpy POINT, BE IT 
A WlNbOW OP THE f PONT bOOP. mt 
KEEP yoUP weapons TPAlNEb ON 
THE WITCH AT ALL TIMES, if SHE'S 
StAPTLEb, BE PEAb'y TO OPEN f IPE. 
HEAbSHOTS bO THE MOST bAMAGE, 

SO Tpy TO take hep bOWN f AST 
BEf OPE SHE SEPIOUSU^ INOUPES YOU 
OP A teammate. 


Once you ve cleared the street, race into the pawn 
shop, through the door or the windows. Inside, 
take the door on the right to enter the safe house. 
Make sure your entire team makes it inside before 
shutting the door. If necessary, hold just outside 
the door and provide covering fire while your 
team enters the pawn shop. Once everyone is 
inside and the door is closed, the level is complete 
and your team is safe — at least for a little while. 
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Safe House 


The plan to follow the subway tunnel directly to 
the hospital didn't go so well. But at least your 


team found another safe house in this pawn shop. 


Take a moment to heal and stock up on supplies. 


Avoid grabbing the SMG or pump shotgun offered 
here if you already possess the assault rifle, auto 
shotgun, or sniper rifle — the SMG and pump 
shotgun are downgrades. Once you've cleared out 
the safe house, turn to the door and be ready to 
make a move down the alleyway. 



Upon exiting the safe house, you can move in 
two directions. For the quickest path, turn left 
and head directly to the Burger Tank fast food 
restaurant. However, supplies can be found in the 
small storage room directly across from the safe 
house. The room is extremely dark, so watch out 
for infected lurking inside. But the director may 
have dropped some goodies in here, too, like pills 
and pipe bombs. 
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Ifffeeted 


tMlurvivotS move thKdugh th& 
alleywaj^s neay the safe ftousCv 
utilize the elimh points te f each the 
rooftops: J^aeking front above iS^^ 
the best to get thejump on the 
survivors in this areajf'ront these 
- elevated positions; fianterS can 
^ jj /^easily pOunce On^survivors; 

\ g- Smokers can ensnare them, 
Jraji and fiOomerS can jump down 
kJu into the middle Of agrOup. 


PRTMA Official Game Guid? 


Burger Tank 


This garage outside the storage room may contain 
pickups as well. Have one teammate scour the 
garage for items while the rest of the team covers 
the alley for incoming threats. Make sure all 
searches for items are quick. Infected bosses may 
attack from the surrounding rooftops, so avoid 
loitering in one spot. 


After scouring the storage room and garage for 
items, continue along the alley until you come to 
the Burger Tank's back entrance. Step inside and be 
ready to confront a few common infected milling 
about.There may also be items in the restaurant's 
back room. 


Clear the front of the restaurant from the kitchen 
area, then proceed to the dining area. Hold inside 
the restaurant and engage all visible infected 
wandering around the loading dock area outside. 
Pay close attention to the chain-link fence on the 
left. Infected on the other side of the fence may 
climb it in an effort to reach your team. Finish them 
off before they can reach you. 





IMeeted 


Iiistea^ of attacking the^SurvivoFs 
insidg Barger T^k,climlitn^^ 
restaurants rooftop and wait for 
thent to walk 6utside, M&eySa not 
paying close attention, you can hit 
then! front behind before they have 
i i ^.achance to retaliate. Th^^ 
^ M !# warehouse rooftop acroi^S 
' front the restaurant is 

iS^tanother good position front 
IksV which to attack. 


From the restaurant, turn right and move toward 
the gas station. Clear the loading dock as you 
move, picking off the common infected one by 
one. If there is a large cluster of zombies hanging 
around the gas station, target one of the gas 
pumps to trigger a massive explosion — ^just make 
sure none of your teammates are nearby when it 
goes off. 


Hersch Shipping Co 


The only way up to the offices is the lift in the 
corner of the loading dock, to the left of the 
gas station. By using it your team can reach the 
rooftop awning above the loading dock and 
advance inside the warehouse's third-floor storage 
room. Climb aboard and wait for the rest of your 
team to hop on. Once everyone is on the lift, 
interact with the switch to make it rise. 


The restaurant empties onto the property of 
the Hersch Shipping Company loading dock. 
Your team of survivors must advance through 
the facility's offices, warehouse, and basement 
before you can reach the sewer system leading 
to the hospital. The loading dock usually only has 


a handful of infected, but their ranks may swell 


quickly the longer your team loiters around. 
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iMfeeted 






The sound of the lift triggers a large swarm attack, 
with common infected rushing in from all directions, 
including the rooftop to the right. To avoid getting 
rushed on the rooftop, toss a pipe bomb to 
temporarily divert the swarm. This will buy your 
team enough time to cross the rooftop awning and 
get into the third-floor storage room straight ahead. 


li&tead of attacking in the loading 
dock area;)^ get Teady to pounce dii the 
isurvivors wheh theyenter thestorage 
room. This is particularly effective 

.when playing a^ the BoomerK 
^IMe among the boxes or 
along a side wall and vomit on 
^your opponents as they rush 
[into range. 




Storage Room 


Don't hesitate while moving across this awning. 

The infected can attack from any direction, and the 
possibility of getting split up is very high, especially 
if a Smoker pulls one of your teammates down onto 
the loading dock. The windows ahead may or may 
not be open. If they're still in place, shoot them out 
while running ahead. When you reach the window, 
traverse the small pipe running beneath it and jump 
inside the storage room. 



Once in the third-floor storage room, turn your 
focus to defeating the swarm attack. From this 
large window it's possible to cover the entire 
loading dock area, making it easy to pick off the 
infected. However, pay attention to the hole in the 
floor of this room. More zombies will try to climb 
up through this hole and attack your team from 
behind. For this reason, have at least one team 
member watching the hole in the floor at all times. 








Ififeeted 


While th^iSurvivors are fighting off 
the common infected in the storage 
room, consider attacking from 
belo^v? through the hole in the floonM^ 
playing as a Smoken^U can 
Survivon down inte this lowen office 
and administer; a pummeling until 
ij fithSteam responds, lianterS 

ill if y 

waiting until the Survivors 
wfH^have dropped threugh the hole 
in the floor before attacking. 


Offices 
lup FLOOR 


When the infected attack has subsided, drop 
through the hole in the floor simultaneously with 
your teammates. This is another critical elevation 
transition, so make sure your team stays together. 
If a lone teammate is pinned or constricted in the 
storage room, your team will have a tough time 
getting back up to assist.The room below contains 
a first aid station and ammo. Take a quick break 
to stock up and heal before moving through the 
second-floor offices. 


wAtCH our f OR AttAcKS f ROM 
HUNtHRS, SMOKERS, AND BOOMERS 
VVAILE !>Ef EN&IN& tEE SfORA&E 
ROOM. ALtEOUGE VOUR TEAM MAV 
FEEL SAFE IN tFiS SMALL ROOM, 
t-HERE ARE NUMEROUS OPPORtUNttlES 
FOR t-HE infected BOSSES tO 
ISOLAtE ANt> KILL tEAMMAtES FERE. 

A SMOKER CAN PULL TEAMMATES 
OUT TFE WlN&OW OR DOWN fFROUGF 
TFE HOLE IN THE FLOOR, REQUIRING A 
QUICK RESCUE TFAT COULD LEAD VOUR 
TEAM INTO A BIGGER TRAP INVOLVING 
A WAITING boomer AND/OR HUNTERS. 

regardless of what transpires, 
STICK TOGETHER TO Avoid being 
PICKED OFF ONE BV ONE. 
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The office at the far end of the hall has a window 
overlooking the warehouse. Just below the window 
is a crate that can be used as a step to access the 
warehouse floor without taking fall damage. This 
is a quick way to enter the warehouse without 
traversing the staircase, where the infected may be 
camped. Before moving out, make note of the open 
doorway on the far side of the structure — this is the 
exit. Drop down onto the crate, then drop to the 

warehouse floor. 


The second-floor offices are usually clear of 
common infected, but there may be a few bosses 
lurking in these side rooms, so proceed with caution. 
The rooms may also contain some useful pickups, 
such as pills, molotovs, and pipe bombs. So take a 
few seconds to search each room for supplies before 
heading downstairs. But don't split up. Stay together 
while moving room to room. 


OfffCTS/ 
WAf?THOliST 
/St FLOOf? 


Meeted 


Offices and hallway axe good spots 
to harass the^urvivors wheO plying as 
the ipfeeted; Spawn behind the group; 
preferably in rooms they’ve already 
cleared. There are plenty of rooms along 
thishaMway; and theSurvivors mayget 
split up while Checking theni aH. tiSe 
this opportunity to Sneak up behind 
aSurvivor and attack. itonterS are 
particularly effective here as they can 
ofteit pin and battle aSurvivor forSeveral 
dS before OtherSurvivorS can 
respond. This is a very effective 
tactic if oneSurvivor straggles 
behind while the rest of the teani 
has moved oh to the warehouse. 






Tank Room 


The warehouse isn't a place you want to spend 
much time in. The tall shelves provide the infected 
with numerous opportunities to attack your team 
from above. Blitz through this building as fast 
as possible while keeping your team together. 

The exit is on the far side of the structure. If you 
dropped out of the second-floor office window 
above the crate, you'll already be aligned, with the 
exit in view. Simply run to the exit and prepare to 
respond to any sudden attacks. 


Upon exiting the warehouse, follow the adjoining 
alley into a new building and descend the 
staircase to enter this room filled with white 
storage tanks. This room is usually packed with 
common infected, so hold at the doorway and 
clear as many hostiles as possible. Crouch or stand 
to the side so your teammates can get a clear view j 
of the room and assist in clearing it. 


DO C 
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Q- .1 








THtkt iiSUAUy SOME ptcKUPS 
At t\tE BOttOM Qf tHt StAfPWELL 
NEAP t\TE tANK PQQM. CHECK tm 
&APK APEA f OP ttEMS Ltkt MQUitOVS 
AN& PIPE BOMBS. 


Iftfeeted 


Tile the tank TOO 

entrance Is a^greal spot te amhiish 
theisurvivors, #heh they^pahse ed^^t 
entrance te the tank room, they’re 
very vulnerable while crowded in this 
crampedispace, particularly wheit 
. ^ I ^ f jatta«ked by the Beomer ot 


Tank. ^TEank can effectivel^^^ 
corner prey here and dish but a 
treniendohs anieunt of damage. 


Imeeted 


Wheit playing as the infected in 
f - vei^as mode, try to keed the 

X iJ '^urvivotS in the wanehense 

t iWy as long as peSsible. Tto 
JjrH darkness and various climb 
points henefnyeutteani 
CM greatly. 


tank room 








Ifiifeeted 


Jis^jlayinga^thd Smokery reihajititt 
ghost mode while the ^ 
and cleat the tank room; 2^^ they neOP 
one of the manholes, hide behind one of 
the tanks tO>spawn; i%tieidly wait for 
three of the^survivots to drop through 
the manhole, thentsnare the 
^urvivotwith yOuf tongue;lfiyOu’re 
auccei^ful, you’ll have theisurvivot 
to yOutself with nO feat of retaliation 
front the Others. Simply pound the 
Survivor to death; Theisame tactic^ 
equally effective When playing an the^^^ 
Mntet for best results, don’t 
Jf J ^pawn until youte ready 
'm to attack; but if you wait 
toO long, you’ll mins the 
iCjBloppoftunity to attack the lone 
straggler 
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Once your team has cleared out the tank room, the 
next stop is the sewers.There are two entry points 
to choose from. The first is in the floor of the tank 
room. Another is in the red-lit adjoining room. Both 
manholes lead into the same sewer system, but at 
slightly different locations. Neither entry point offers 
a serious advantage over the other, but make your 
decision quickly and make sure all your teammates 
follow. This is another critical ^ 
elevation transition. A 

straggler alone in the tank 's., 

room or red-lit room is easy 

prey for an infected boss A i \ 

like the Hunter or Smoker. ■ \ 

So make sure everyone K V \ 
drops through the same I 1 \ 

hole at approximately the ' / I \ 
same time. i I ' \ 








The sewers are always filled with common By following the path indicated on the map, you 

infected, so be ready to open fire as soon as can quickly navigate through the cramped side 

you drop through either manhole. The sewer is tunnels to reach the supply room. This room is in 

broken up into two sections accessible by moving the center of the sewer system and serves as a 

through the narrow tunnels cut into the main central hub connecting the two tunnel systems, 

walls. Use the map provided to locate these tunnel There are usually a few common infected loitering 
entrances from your entry point. While moving in and around this room. A Witch may also be 

through the sewer, always keep watch to the front present inside. Consider tossing a molotov or pipe 

and back. Infected spawning in the tank room or bomb into the room before entering, 
red-lit room may drop from the manholes and 
attack your team from behind. 
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Once you leave the supply room, you're very close 
to the hospital. Follow the tunnel out of the supply 
room and keep going straight until you reach the 
main sewer passage — don't take the left branch in 
the cramped tunnel. But be ready for an onslaught 
of infected along the way. They know you're close to 
reaching the hospital and will do anything to keep 
you wandering around the sewers. If you haven't 
been attacked by a Tank yet, be ready to face one 
here. If possible, exit the small tunnel system before 
engaging the Tank. If necessary, backpedal all the 
way to the supply room to avoid the devastating 
swipes. 


the tofectefi bosses are 
the sewers;^ but if you get the chajice 
to play as the try^^t^^ 
isurvivors in onebf the crampediside 
tunnelsi They’ll ha^ye a much harden 
timeescaping in these passages^ 
giving you the perfect oppontunity 
to corner and pummel themi Once 
ybu^e incapacitated one survivor 
move bn to the next one while your 
teammates finish off any 
downedsurvivots . Such sewer 
ambushes can be deadly^ 
so work closely with your 
teammates tb maximize ybut 
teanas damage butput. 


Once the supply room is clear, rush inside and shut 
the door behind you. You can usually find weapon 
upgrades in this room on the lantern on the large 
wooden spool. Don't pass up the ammo on the 
floor either. The room is far from secure, but it's safe 
enough to take a quick break and heal if necessary. 
Just keep an eye on the room's two entry points and 
quickly dispatch any infected that try to breach this 
sewer sanctuary. When you're ready to move out, 
exit the room through the small tunnel next to the 
No Smoking sign. 


Sewer Exit 


Mjjna w luirrvfH 
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If A WitCH IS IN tff SilFFiy kOOM, 
toss A MQLQtQV iNSi&f , tff N 
iMMmAttcr smt tHt 000k. if is 
Action will stAftLf f witcf , 

Blit CLOSING THT !> 00 k PfTVENtS f Tf 
f fOM |MMTt>lAtTL/ COMING AftTf YOUk 

TTAM, Allowing tat riff caused by 

THE MOLOTOV TO iNf LICT SUBSTANTIAL 
DAMAGE. SHE WILL EVENTUALC)' 

BEEAK taeouga tae dooe, so be 
EEADV to open f iee, but waen sae 

DOES EMEEGE, AEE AEALTA WILL BE 
EXTEEMELV low, making AEE EAsV TO 
take down. 
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EMEf?GENcV 
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The ladder is another great ambush 
point for the infected teami 2^ this^ 
point thesurvivoPSajesefOGU^ 
leaving the sewer that they may let 
their guard down and hunch around 
the ladder instead of forming d 
defehsive perimeteR?liet the first twe 
or threeiSurvivors climb to theisurface, 
theh spawn and attack the IdstMrvivor 
climbing the ladder Ifvcoordinated 
with an attack on the street above, this 
is a verjt effective niethod to prevent 
n theJSurvivors front reaching 

^ jj ,^the hospital: DO yOur best to 
split UP the^Survivors between 
^^Wthe:sewer and the Street for 
optimal results. 


Hospital Exterior 


Upon exiting the small tunnel, turn right and head 
up a small slope in the sewer tunnel. An orange 
ladder leads up to street level, just outside Mercy 
Hospital. Before climbing, make sure your team is 
together, and eliminate any nearby threats that 
may hinder the team's advance up the ladder. 
Maintain a line of sight on all areas around the 
ladder to prevent infected from spawning and 
staging a surprise attack. 


Expect a serious fight when you reach the surface. 
Numerous common infected usually wander 
around the hospital's exterior and will stage a 
formidable attack on your team as soon as you 
exit the sewer. Hold near the manhole and engage 
all nearby threats before making a move for the 
hospital's entrance. Also, watch for attacks from 
Hunters and Smokers lurking about the manhole's 
perimeter. Stay far away from the manhole itself to 
avoid being dragged back down into the sewer by 
a Smoker's tongue. 
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Quickly fight your way past the infected and 
advance toward the emergency room. Expect 
another batch of common infected to come 
bursting out the doors of the hospital. Blast them 
while advancing, and watch for more infected 
bosses attacking from above the entrance.The safe 
house is just inside the emergency room, so hustle 
inside to end this challenging level. 


This level's safe house is behind the emergency 
room's reception desk. Hop over the desk and rush 
inside. Instead of running to the back of the room, 
hold near the door and provide covering fire while 
waiting for your team to enter. As soon as everyone 
is inside, pull the door shut to complete the level. 
Although you've made it to the hospital, your 
adventure is far from over. . . 


take a MQMENt to CHECK THE BAcK 
Of tHE AMBULAtNCE f Of ME&ICAL 
SiiPPUES. SOMEttMES VOli cAN 
f IN& f iPSt A}!> Kits Ok PILLS INSI&E 

ambulances like tHIS ONE PACKED 
OUtSIDE tHE EMtPf^ENcV ROOM'S 
ENtRANCE. 


Ifc^buT ambiishes in the^ewer and butside 
thn bdspital f ailetb bide in this 'SidA toom 
neat the eniergeney room’s reception 
desk and attaek thessurvivors as they 
dash toward theSaie hense. Chances are 
they’ll be so focused on reaching the safe 
hbhse that they’ll fail to sweep this room, 
giving you the chance to stage a last-ditch 
attaek against theSurvivots.ifiplaying as 
the Smokeg laSsa the Inst Survivot just 
in front of the Safe heUse and drag yeur 
victint inte this room. This me^ draw the 
estof theSurvivotS but of theSafe 
in an attempt tb rescue their 
friend, giving ybur teammates the 
opportunity tbpbunce. 
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Safe House 


This break room in the emergency room on the first floor serves as a makeshift safe house. Inside are the 
usual goodies necessary to outfit your team. Take a few seconds to grab some ammo, change weapons, 
and take a first aid kit. Due to the close-quarter nature of the hospital, shotguns are very effective. But 
maintain at least one assault rifle in the group to provide rapid fire, useful when engaging Tanks and 
Witches. Before moving out, check over the health of your team and apply any first aid necessary to get 
everyone within the green range on their health meters. The action in the hospital is fast and requires 
optimal mobility on the part of every survivor. You can't afford to have anyone lagging behind due to 
injuries. Once everybody is stocked up on gear and health, open the door and enter the first-floor hallway. 
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When the outbreak first hit, many of the infected 
were brought to this hospital. But the infection 
could not be stopped, and the contagion eventually 
spread to hospital staff and other patients, leading 
to a complete quarantine of the facility. As a result, 
most of the common infected here are dressed in 
scrubs and hospital gowns. But don't let their attire 
fool you. These infected are just as ferocious as the 
ones you encountered in the streets and sewer.The 
high concentrations of them in the exam rooms 


USE tEt SIGNS INSIDE tEH EOSPItAL 
to HELP you NAVlGAtE. YOUk TEAM'S 
GOAL IS to PEACE TEH POOftOP, SO 
LOOK f OP StAlPVVAVS leading up. all 
S tAlPWAVS APE MAPPED vVltE SIGNS 

and ape usualij^ Accompanied by a 

LiGEtED GPEEN EXIT SIGN, if YOU LOOK 
f OP tEESE SIGNS, yOU'LL NEVEP GEE 
LOSE. 


and hallways are an even more serious threat. So kill 
every infected you come across, even if they look 
harmless.There's no telling when they'll lunge at you. 


While moving along the hallway, conduct a quick 
sweep of each exam room. All are likely to contain 
common infected. But a few of these rooms may 
contain some useful supplies, like pills, molotovs, or 
pipe bombs, all placed by the director. Most exam 
rooms can be cleared without entering — simply 
hold at the door and shoot every zombie inside. Still, 
be careful when entering each room as there may 
be some infected lurking in the corners that you 
couldn't see from the doorway. Clear these blind 
corners as soon as you make entry to avoid getting 
flanked. 
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Instead of attacking the^SurvivoFS 
as they enter the stairwell^ conside 
hitting then! front behind as they exit 
onto thesecond flooK Stay in ghost 
mode as they climb the Steps, theit 
spawn behind thent after they; exjtlifi^ 

\ li / ^ 

L drag aSurvivoF back into the 

stairwell — theit have the eest 
W^Kof yOur infected teammates 
ambush thexescuers. 


Once you've completed scouring the first floor for 
pickups and easy kills, proceed to the stairwell at 
the end of the main hallway. However, be careful 
when ascending these steps. Infected spawning 
on the floor above (or behind you) may attack 
your team in this confined space. So always look 
up while advancing up the stairs, and make sure 
your teammates are nearby to provide support if 
something scary and painful happens to you. 


The hospital's cafeteria is on the second floor. 
From the stairwell, turn left to access this large 
dining hall, which has two main entry points. 

You can enter from the hallway or the kitchen. To 
enter the kitchen, go through the doorway on the 
right, just past the fire extinguisher. Since there 
are two separate paths, call out the path to your 
teammates to ensure they stick together. Splitting 
up here could give the infected a chance to stage 
a serious attack on your team. Consider moving 
through the kitchen — sometimes the director 
drops some items in here. 
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Regardless of how you enter the cafeteria, be ready 
for a fight. Your mere presence may trigger attacks 
by common infected filtering through either the 
second-floor hallways or the third-floor walkway. 
Keep your back to the outside wall and engage all 
comers while slowly stepping toward the staircase 
leading up to the third floor. The large size of this 
room favors your weapons, particularly assault rifles. 
Keep killing zombies until the attack subsides. If no 
attack occurs, don't wait for one to start. Simply race 
up the nearby steps to the third floor. 



Snesdcing up Oil th^vSurvivorsin 
cafeteria^ cap bP tricky due 
lack of coYeP tfiPecessary spawn in 
the hallway or kitchep areaonce 
thhPurviYors are hut of sight! The 
restroonie neap the staircase are Othey 
goodspawri points. The Smoker can 
wreak some ha^C by pulling one hf 
thepurviyore eutof the cafeteria and 
into the hall, kitchen! or rest roonls. 
Mntere can alse experience some 
success by performing leaping attacks 
front the third-floor walkway But 
Boomers are betteyoff waiting until 
jjtheSurviyorS move Upstairs! 
jj V There are plenty of Side rooms 
* " from which tOspev? bile on 
ppaSsersby. 
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On the lower three floors, the 
elevator is out of service, but don't 
let that stop you from checking 
out the rooms surrounding the 
elevator shaft. These rooms are 
not along the main path between 
the stairwells, but the director 
often places useful pickups 
in these less-traveled rooms. 

Still, searching these rooms 
can be risky since they're often 
populated by common infected. 


Climb the stairs on the side o^he pafeteria to*^ 
reach the third-floor walkway. This floor is lined 
with a few exam rooms and an administrative 
desk. Be careful when passing by the exam 
rooms, especially if the doors are open. Either 
clear each room and kill everything inside, or at 
least close each door as you pass. Also, watch for 
more infected approaching from the cafeteria 
on the floor below. The thin railing on the right 
side of this walkway won't prevent you from 
being pounced on by a Hunter or constricted by a 
Smoker. 


The stairwell leading up to the fourth floor is 
only a short jog down the third-floor hallway, Just 
beyond the desk. But don't rush inside. There may 
be more infected waiting in here eager to pounce 
on your team — like all stairwells, this one is a 
popular ambush point for Boomers. Peek through 
the doorway from the hall and eliminate any 
visible threats before stepping inside. If necessary, 
toss a molotov or pipe bomb inside to wipe out 
any zombies. Enter the stairwell and climb to the 
fourth floor. 
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Ifi])l^ing as the tofeetediii ^^ 
mode, a^oid attacking the!Survivoi*S 
oh the third flooK iiSstead, save up 
foi* the mini-finale at thaelevator oh 
the lourth flooK i^comhined attack by 
jl ^jybufcteam here can totally 
'v jm y cripple the bppOsingteami Se 
begin coordinating while the 
Np^RsurvivoVS move through the 
third floor. 


FLOOR- 


[NURSE 

StAttONi: 


ELEVAtOR 


After exiting the stairwell on the fourth floor, turn 
left and hop over these desks in the middle of the 
hallway. This path doesn't lead you closer to the 
elevator, but the rooms lining this span of the hall 
often contain items useful when confronting the 
infected horde at the elevator mini-finale. Scour 
these rooms for molotovs, pipe bombs, and pills. But 
watch out for common infected and bosses hiding 
in these rooms too. As usual,stick together and 
avoid the urge to raid each room as individuals. 


Fourth Floor 


Return to the overturned desks near the stairwell 
and proceed down the hall toward the nurses' 
station. Sweep each room along the side of the hall 
while advancing, but also keep an eye on both ends 
of the hall. Hunters, Smokers, and Boomers may 
be prowling these halls, so listen carefully for their 
presence. Impromptu swarm attacks by common 
infected are also possible, so stay together and keep 
the halls clear. 






Ifffeeted 


Tile side toonis lining the halls of 
the fourth flooi* provide the infected 
with so many great opportunities to 
attack the cSurvivorsIifitheoSurvivorS 
are moving slowly through this floor, 
iset aside yOur plans for thoelevator 
amhiish and start attacking now. for 
best results, wait until the Survivors 
havO paSsed^ then quickly sp^n and 
attack them from behind, preferably 
by barging Out of nOide 
iHJij^room^ This is a gr 
Wt# when plying as the BOomeit 
and is a Oure way to move^^^^^ 
m withiii range and vomit on 
*mH your prey. 


At the nurses' station, follow the signs leading 
to the elevator and ICU. Watch for more infected 
inhabiting the halls and side rooms around the 
nurses' station. There may also be a Witch hiding 
in one of these rooms. If you hear the wailing of 
a Witch, sometimes it's best to avoid these side 
rooms altogether, as entering with your flashlight 
on is sure to startle her. And being in a small dark 
room with a pissed off Witch (and other infected) 
is a very bad place to be. 


The hospital's Intensive Care Unit is in this long 
hallway beyond the nurses' station. A number of 
small exam, biohazard, and surgery rooms line 
both sides of this hall, making it a very dangerous 
passage, ideal for infected ambushes. A slow 
and methodical advance is the safest way to 
clear this area. There's no need to enter each 
side room. Instead, sweep each room and alcove 
from the hallway, shooting anything that moves. 
Most importantly, keep your team together. Any 
attempts to enter and search these rooms for 
items should be communicated to all teammates. 
Otherwise, it's very easy to get separated and 
overwhelmed by a coordinated attack by the 
infected. 


Elevator 


At the end of the ICU hallway, turn left to spot the 
elevator — and a spray-painted sign indicating that 
the next safe house is somewhere up the elevator 
shaft. Before pressing the button to call the 
elevator, grab some ammo from the nearby bed. 
The elevator is currently on the 30th floor. As soon 
as you press the button, it begins its long journey 
down the shaft. In the meantime, your team must 
hold off a massive attack by the infected. So take 
a few moments to stock up on ammo, reload, and 
heal any serious injuries. All hell is about to break 
loose. 
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When your team is ready for the undead onslaught, 
interact with the elevator control panel — this 
triggers the attack. Back up against the elevator 
door and be ready to shoot.The infected not only 
come racing down the hall from ICU, but they also 
burst through the walls to the left and right of the 
elevator. More eventually drop from the vent above. 
Quickly coordinate cover points with your team, 
with each member covering an entry point. Make 
sure someone is covering the main hall and ceiling 
vent. Have another teammate watch the breach on 
the left and another cover the breach on the right. 

If you split the workload, your team should have 
no problem holding this position until the elevator 


arrives. 


TIP 


PUf?|NG M{N|-f INALE 5 UkE t-HtS, PIPE 
BOMBS APE INCPEPIBC/ VAUiABLE. TOSS 
ONE t> 0 WN the AALU tO PiStPAct A 
LAP&E NiiMBEP Of iNf ECtEP. THIS 
HELPS ALLEVlAtE PPESStiPE ON VOUP 
TEAM At THE ELEVAtOP AND cAN BliV 
youp TEAMMATES time TO PELOAP OP 
HEAL. 


Tte elevat oT mini-flnateiS ybuT 
team^s best chance to the hurt 
on the survivors during this level. 
Instead of attacking at the outset, 
wait until they -re overwhelnied by the 
common infected before spawning and 
attackingLGbminunicate with your 
teammates and attack sihiultaneonsly 
from multiple directionsLThiS will 
greatly benefd the fflnnterS on yOuT 
team, allowing them to pounce on 
separate prey^UstcallOutyOur 
A .targets before attacking. 

^ Im ^^^hnwhile, the BOomeT 
* ■ ^ Smoker can single Out the 
lier twOaurvivors. 


/f * 
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ELEVAtOf? 


i^taeking through the hole ill the 
elevator’s eeiling is pdi^sible^ hut 
quite risky unless playing as the 
Smoker: i^eh theh^ it’s thugh to deal 
inuchdamageiliswever Boomers 
can have Some Success at pulling 
oftsuch attacks, :#heathaelevator 
stops, Simply drop through the holei 
Whether you have the chance to vomit 
^ oh aSurvivor or notShOuldn’t 
J J j Jmatter — if they kill you at 
iffW M close range they’ll be covered 
in bile and greeted by ahorde 
BEjttolinfectedas thOeleva^^ 

doors opedontheif® floor 


Get inside the elevator as soon as the doors open. 
Wait for your team to get inside, then interact with 
the control panel to begin your ascent to the 28th 
floor. While riding in the elevator, keep an eye on 
the opening in the ceiling. The infected can spawn 
in the elevator shaft and may attack through this 
opening, particularly Smokers standing on top of 
the elevator. 


As the elevator doors slide open, be ready to 
engage any visible threats. Don't be surprised 
if you're immediately jumped by Hunters or a 
Smoker. During versus matches, the survivors' long 
elevator ride gives the infected team plenty of 
time to stage an elaborate ambush on the 28th 
floor. So be ready to open fire as soon as you step 
out of the elevator. 
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The 28th floor was under construction when the 
outbreak occurred. Now its interior and exterior 
walls remain unfinished, perhaps forever. This 
presents a unique challenge when moving through 
this floor. While you can see great distances, 
the unfinished walls create impassable barriers, 
requiring you to move around them. If you're not 
careful, your team can get lost in this maze. For best 
results, stick to the building's outer edge and look 
for the spray-painted signs pointing toward the safe 


house. 


‘AUTION 




If A TANK SPAWNS QN tf is f LOOP, 
mMtb\ATt\y PACE to t-HE CENtEE, 
MOVING As fAE AWAV f EOM tHE 
LEDGES As POSSIBLE. ONE SWIPE f EOM 
THE TANK COULD SEND VOU f DUNG Off 
THE SIDE Of t-HE BUILDING, KILLING VOU 
iNStANtLf I 
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THE UNf iN{SHEt> WALLS ALLOW 
SMQKEES to EN(?A&E At EXtEEMt 
EAN&tS AN!> SQUttZt tHtlE PktY 
AGAlNSt tHt VHEtlcAL 5UFFOPT5, 
CAUSiNG CONStEiCtlON DAMAGE. 
when PLAViNG As tHE SMOKEE, LOOK 
f OE OPPOEtUNJttES to PEEf OEM 
I SUCH AttAcKS. If yOii'EE cAEEfUL, 
you CAN AVOjd DEtECttON AND LJVE 
LONG ENOUGH tO CONDUCE MULtiPLE 
AttAcKS. 


Construction Site Safe House 


WALLS SUPPOEtED BY CEOSSED 
WOODEN planks LJKE tHtS cAN 
BE DEStEOyED. StMPLy AttAcK 
OE SHOOt tHE planks AND tHE 
VEEtiCAL SUPPOEtS WILL FALL 
DOWN, ALLOWING yOU tO ENtEE 
NEW AEEAS. this MAy NOT HELP yOU 
EEACH THE SAFE HOUSE FAStEE, 

BUT It DOES EXtEND tHE PLALABLE 

aeea. Allowing youE eeAm to 

MOVE tHEOUGH iNtEElOE POEtlONS Of 
tHE FLOOE, avoiding tHE POtENtlAL 
DANGEES of following tHE PAtH 
ALONG tHE BUILDING'S LEDGE. 




V 




If you're having trouble finding the safe house, 
reference the provided map for its exact location. 
The spray-painted directional signs can be helpful 
too. When you see the green glow of an exit sign, 
you're very close. Quickly get inside with the rest 
of your team and slam the door shut to complete 
this intense sequence. You're not far from the 
rooftop now... 
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When your team is ready to move out, open 
the safe house door and cautiously enter the 
adjoining stairwell. A few common infected may 
stumble around in here, so clear the steps as you 
proceed to the 29th floor. Infected bosses may also 
be waiting to pounce as soon as you exit the safe 
house, but they can't spawn in the stairwell. So all 
attacks will originate from the doorway at the top 
of the steps. Keep your weapons focused on this 
entry point. 


The hospital's rooftop is finally within reach, but 
your team still has a long way to go before it's 
safely aboard the rescue chopper. As usual, take a 
little time to prepare for your Journey. Your team is 
probably pretty banged up from the race through 
the hospital. Check over everybody's health 
meter and make sure everyone is healed before 
moving out. Also, grab some ammo and consider 
swapping out weapons. Both the assault rifle and 
auto shotgun are good choices for the finale on 
the rooftop.The sniper rifle can come in handy 
too, but no more than one teammate should be 
equipped with it. 


Be prepared to encounter more common 
infected as you exit the stairwell and step onto 
the 29th floor. Former patients, medical staff, and 
construction workers fill the halls and unfinished 
rooms of this floor. Advance quickly through this 
floor, but be sure to keep an eye on the side rooms 
as you pass. These rooms often contain infected 
but may also hold useful pickups. 


As your team clears the side rooms, stick together 
and rush inside simultaneously.This helps prevent 
the infected bosses from getting the Jump on anyone 
left alone in the hallway. Plus, multiple flashlights help 
illuminate these dark rooms, making them much 
easier to clear. When the team is ready to leave a 
room and return to the hall, communicate with your 
teammates to make sure everyone is ready to move 
out at the same time. It's very easy to get separated 
on this dark floor, so keep in touch with your 
teammates at all times, both visually and by voice. 





Tile dark and cramped spaces of the 
:f9thi floor beneftt 
Reihaih in ghost mode and moHitor 
the movemeids of theSurvivorsiifi^ 
they split up to check the side rooms, 
quickly find aSpot tdSp^n, thea 
immediately attack any stragglers. 
Try to coordinatecSuch attacks with 


yourdeammateS to ensure maxinium 



age Output! Tfiplaying as 
the Smoker or fiOomeiv do 
/Our best to distract the Other 
rs while your lianters 
pick off stragglers. 



Continue advancing down the main hallway, clearing 
the side rooms as you go. If you don't want to enter 
the side rooms, still take time to kill any infected 
inside. Have two teammates stand watch, covering 
both ends of the hall, while two other teammates 
open fire on the side rooms. Move as a unit, pausing 
near the entrance of each room long enough to 
shoot everything inside, then proceed to the next 
room. It's just as easy to rush past these rooms, but 
you may miss some useful pickups in your haste. 



Elevator Shaft 


Follow the main hallway to the left to locate the 
elevator shaft. The elevator isn't functional on this 
floor, so your team must enter the shaft and climb 
to the rooftop. Before entering, hold at the open 
doorway and engage the hostiles inside. Clear as 
much of the shaft as possible from this point before 
entering. Otherwise you'll be faced with engaging 
the infected at close range while attempting to 
climb the ladders. Some infected bosses may 
be waiting for you inside the shaft, too. Use this 
opportunity to take them out before they can 
spring their trap. 


Ct^ution 



PON't GET complacent VVTILE 
cASUALU^ PiCKlNO Off TAf&EtS IN THE 
ELEVAtOP Aft. MAKE SiiPE SOMEONE 
IS ALWAVs WAtCflNG yOiiP BAck. THE 
iNf ECtEP MAV ATTACK f POM THE 
TALLWAV BEHiNp VOU, CATCTING VOUP 
TEAM Off &UAPP. SVVAPM AtTAcks 
APE PAPTIcULAPpy &AN(?EP0iiS WHILE 
pausing at this PEAP ENp. BE 
cAPEf UL not to BAckPEPAL INTO 
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The elevator shaft is a good^is 
amhush the ^urvivors^ hut doing se 
cau be tricky^^Ohce theisurvivors 
have entered the Shafts it’s nearly 
impossible tdsp^n inside, as theyTl 
have established a line bf sight on 
nearly every accessible spot. So 
either ispawh in the shaft before the 
Survivors enters or spawn on the 
rooftop or=f^ floor a^Bmokeroh 
thaf^ floor can pull aisurvivor 
off the lower walkway, through the 
gap in the railing, and dangle the 
victim over thaedge of the shaftitn 
either case^ theaurvivor is dead, 
dying either of constriction damage 
or by falling down the shaft once 
the Smoker is killed^ causing the 
survivors to plunge down the Shaft 
r:. is by far the quickest way to 
;^kill themrbutosuch kills are 
# tough to come by and require 
|lM| perfect timing and plenty of 
tPJMluck^ Still, it’s worth giving it 
uM aahot. 


tHE ELEVAtQE SHAfT. It'S A l-ONG 
WAVs DOWN AND you WON'T SURVIVE 
leaving yOUE team 5A0Et-EANt>Et> 
f OE THE FINALE. 


CA-OTlONi 

TAE LOWEE AN& iiPPEE WALKVVAys IN 
TAE ELEVAtOE SAAFt’ AEE EQUIPPED 
WITT OEANGE EAlLlNGS DESIGNED TO 
PEEVENt yOUE TEAM FEOM FALLING 
DOWN THE SFAFt’. HOWEVEE, TFEEE 
IS A GAP IN TFE EAlLlNG NEAE EAcf 

laddee, oust Wide enough to fall 

THEOUGH. StAy CLEAE OF THESE GAPS 
IN THE EAlLlNG TO PEEVENT PLUNGING 
TO yoUE DEATH. 


When the elevator shaft is relatively clear, crouch 
through the vent on the right side of the door — 
don't enter through the main door! If necessary, 
attack the vent to create an opening.Two ladders 
inside this shaft lead up to the roof. The first is 
a red ladder on the opposite side of the shaft, 
connected to the outer wall. Follow the walkway 
to the ladder and climb it to the next level. But 
don't rush the ladder all at once. Have at least 
one teammate provide cover while everyone else 
climbs. Attacks originating from the 29th floor are 
still possible. 


After climbing the red ladder, turn around to 
locate the next ladder, suspended from the 
rooftop. Before climbing it, make sure all your 
teammates make it up to the small walkway. If 
someone is pinned or constricted on the lower 
level, it may be necessary to climb back down the 
red ladder to assist. Getting separated here could 
be a disaster, so stay together and promptly make 
your way up to the rooftop. 
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high pointsi GiSiisider^^ 
the elevator shaft and climbing 
the ladder to attack thelsurvivors as 
they descend to the helipad or lower 
levels ; Both the Smoker and fianter 
ara^ery effective wheii attacking frond 
above^ lfiflicting heavy damage on the 
survivors now can pay off later once 
the finale gets underway^ KiHing a 
)J t/survivor before the finale eveid 
ft i begins definitely tilts the odds 
in yOur teani'S favoK SO attack 
^relentlessly before theisurvivorS 
call the rescue chopper 
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Don't bother clearing the entire rooftop. Instead, 


The ladder in the elevator shaft leads to the top of a 
structure on the rooftop near the helipad. Make sure 
all your teammates make it to the rooftop, then spend 
a few seconds clearing the surrounding area.There 
are usually a few common infected loitering around 
the helipad. Neutralize them before hopping across. 


make a move for the radio room as quickly as 
possible. Stalling only gives the infected more time 
to inflict damage. From the helipad, descend the 
long ramp and keep moving straight until you see 
this small structure with a mini gun mounted on 
the roof. Blast any zombies gathered around this 
structure, then race inside. 



Look foC opportunities tc attack the 
survivors from; the rooftop'g vaTiOhS 


IMeeted 


Finale Preparation 



This small radio room is stocked with a first aid 
station, weapon upgrades, and ammo. Take a 
brief moment to stock up and heal before using 










- -p 'the radio. Afterward/step up to the radio on the V' ' 
; nearby table and interact with it.The chopper pilot 
responds and tells you to prepare for an assault. 
You'll need to hold out on the rooftop until the 
f .j pilot can arrive. 
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Don't interact with the radio again. Instead, take 
a moment to prepare for the attack. There are 
usually propane tanks or fuel cans inside or near 
the radio room. Scatter these explosive items 
outside, placing them in critical choke points like 
the ramp leading down from the helipad. When 
the attack starts, target these items to wipe out 
large swaths of infected attempting to rush your 
position. Also, look for stashes of pipe bombs and 
molotovs on the nearby structures around the 
radio room. Knowing where these stashes are 
located can greatly increase your team's chance of 
survival. So when you find a stash, call it out so all 
team members know where to go to resupply. 


Once your team is well prepared for the attack, 
return to the radio room. But don't touch the radio 
until your team is in position, preferably on the 
rooftop near the mini gun. When you interact with 
the radio a second time, the chopper pilot tells 
you he's on his way. This in turn triggers the finale, 
prompting the infected to attack. 


Join your teammates on the rooftop and make 
sure someone is manning the mini gun. But don't 
let this weapon give your team a false sense 
of security. Despite its amazing rate of fire, the 
weapon has serious limitations. Most notably, its 
firing arc is rather limited, making the operator 
vulnerable to attacks from the side and rear. So 
it's up to the rest of the team to watch the mini 
gunner's back. The infected can climb up to this 
rooftop position from the left and right, so both 
sides should be watched at all times. 
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Tile Smoker plaj^S ait iiistrumeiitaJ 
role ill dividing the ^ta«kera d^ 
the finale. tlhe !sueeei^ 
pull aisurvivor off the rooftop, awa^ 
front teammateslTte iS^a 
^g^te get Iheaurvivors away 
from the mini gun, giving 
the common infected a better 
I chance of swarming the group. 
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Hold out on the radio room's rooftop as long 
as possible, but once you hear the rumbling of 
an incoming Tank, drop to the rooftop and stick 
together. If you stay on the radio room's roof, the 
Tank's powerful strikes could send you flying off the 
side of the building. You have a much better chance 
of surviving on the lower level. If possible, try to hit 
the Tank with a molotov cocktail. Torching a Tank 
diminishes health quickly. A steady dose of rapid fire 
will ensure the Tank goes down in a hurry. 


TIP 

If AMV tf AMMAtfS Aff 
{NcAPAcitArEl>, QUICKC/ AELP THEM UP 
EVEN If you MAV TAKE SOME &AMAGE 
WHILE DOING so. yOUf TEAM DOESN'T 
HAVE to BE KILLED tO LOSE HEPE. 

If ALL yoUP teammates APE SlMpL/ 
INCAPACITATED, THEPE'S NO WAy f OP 

you TO peach the choppep and the 

MATCH WILL END SOON. $0 DON'T LET 
teammates stA)' down f op long, you 

NEED THEM UP ON THElP f EET AND 
f IGHTING If you WANT TO STAND A 

chance against the iNf ected duping 

THIS f iNALE. 


Vi/heii playing a«i thnT^k, attack 
thClurviyofsi on theTooftop, 

Usually Clustered up 
then! an eafey targetiOnc kit cbuld 
^ j f^end a2survivor%ing oft 
g the rook TCsnlting in instant 
Tdeathi But yUU UiUst^p 
ralign yUuTselt tO get the right 
trajectory for Uuch a kill. 
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If your team must vacate the rooftop, consider 
heading downstairs into the radio room. The room's 
double doors and windows must be covered at all 
times, but if you still have your whole team together, 
you can lock down this location quite easily. 
Furthermore, the room provides an endless supply of 
ammo and the opportunity to switch weapons. The 
auto shotgun is ideal for defending this location. Just 
be ready to vacate if another Tank attacks. You don't 
want to get cornered in here by a Tank. 
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While in the spectator mode waiting 
to jespaiwn^ paf clese atteirtioh te 
the iocatiohs of theisurvivors and 
their* heatthi Those with dgreeh halo 
arOund them are ill good condition. 
Bnt those With dj^lloW or orange 
halo around them have low health. 
WhenyOuresp^n, fOeus 
on the players with the 
ledst amOnnt of healths 
Simply incapacitating these 
players can give yOur team a 
tremendOns advantage. 


Chopper Rescue 


When the chopper arrives; try to 
single Out and incapacitate at least 
one Of theSurvivors^Tfednurvivor goes 
down while aH the Other SurvivorS 
are in the choppedthe match 
automatically ends, and the chopper 
leaves! Tins eOuld make a huge 

dmpact on theScore! especially 
in a :very tight match! The 
Smoked fflanteg and Tdidi are^^^^ 
rad wellequippedtOpull off Such 
' last!second upsets. 
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Hold out in or on top of the radio room until the 
chopper arrives. At that point, make sure your 
team stays together and race up the ramp directly 
across from the radio room. This leads directly to 
the helipad. A new swarm of attackers (including 
a Tank) usually spawns soon after the chopper 
arrives, so don't waste any time. Immediately hop 
in the chopper. 


The movie may not be over as soon as you reach 
the chopper. You may have to hold out until the 
rest of your teammates hop inside. Stay in the 
chopper and provide covering fire while your 
teammates race to safety. Just be careful not to 
shoot them as they run toward you. Keep firing 


until the final cutscene plays, showing the chopper 
pulling back from the helipad. Your team (or what 


remains of it) is finally safe! Good work! 
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In Death Toll, the survivors find themselves 
stranded on a turnpike, not far from the town 
of Riverside. Various rumors persist about 
Riverside but nothing is known for sure. 

Some say the town is the only safe haven 
for hundreds of miles. Others say it's been 
completely overrun by the infected.The 
survivors don't have much of a choice.The 
sun has set and the surrounding woods rustle 
with sound of approaching infected.The 
road ahead is treacherous, to say the least. In 
addition to navigating the dark tunnel ahead, 
the survivors must cross miles of zombie- 
infested territory (above and below ground) 
before reaching the town. Even then, there's 
no promise of rescue. Hopefully the rumors of 
Riverside's survival are accurate. Either way, it's 
going to be a very long night. . . 
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Versus mode is not available 
while playing Death Toll, so 
there are no tips for playing 
as the infected in this chapter 
Instead, the tips and tactics 
provided are oriented toward 
survivor co-op play. 


The survivors begin this movie on the road leading 
to Riverside. Numerous automobiles have been 
completely abandoned here, many with their 
headlights still on. It's unclear where their occupants 
are — or where they've been dragged to. But this 
eerie sight is a bad omen for what lies ahead. 

Even at this early stage, remain vigilant and watch 
for movement in the trees lining the road. Early 
detection is your best defense against a sudden 
swarm attack. 


Traffic Jam 





Before beginning your trek, move to the back of the 
police car just ahead.The trunk is already opWen 
and contains first aid kits, ammo, SMGs, and pump 
shotguns. In thejourney ahead, your team will 
encounter undead threats at various ranges. So 
consider equipping two shotguns and two SMGs 
to maintain a solid balance of firepower. Also, don't 
underestimate the usefulness of the pistol for taking 
out small concentrations of infected. This can help 
your team conserve ammo. 


Once your team has grabbed weapons, ammo, and 
first aid kits from the police car, set out down the 
road ahead. While advancing, stay near the center of 
the road with one team member leading.Traveling 
down the center of the road gives you more 
reaction time to target zombies emerging from the 
trees. The rest of the team members should keep 
their weapons trained on the woods flanking the 
road. Listen for the sound of 
infected moving through the 
trees. Call out threats for your ' 
teammates to let them know 
which directions you're 
being attacked from. 
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Stick together and 
be ready to take 
down any Hunters 
or Smokers 
attacking from the 
woods. 
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cAEEf UL CONStDEE DES{GNAt{N(? ONE 

teammate to watch the team's 

BACKS DUEIN& THIS SEQUENCE. 


A concrete bridge spanning a ravine has collapsed; 
your team must find another way across. A trail on 
the right side of the bridge leads down into the 
ravine, but before racing down there, spend a few 
seconds targeting zombies below. It's much easier 
to fire down on the zombies in the ravine from 
this position than it is to greet them face to face. 
Don't worry about completely sanitizing the area, 
but try to eliminate large groups to clear a path for 
your crossing. Pistols and SMGs are most effective 
at blasting zombies from this range. 


When you're ready to make your move through 
the ravine, locate this slope on the right side of 
the bridge and cautiously descend.There may 
be a large congregation of zombies beneath the 
collapsed portion of the bridge that you couldn't 
see from above. Be ready to open fire on this 
group with the shotguns and SMGs. If necessary, 
fight the group off with melee attacks while 
reloading. 
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Don't travel down the ravine. 
IS/loving in either direction 
leads to a dead end and only 
exposes your team to more 
infected. 


Tunnel 


Cross the ravine and locate the ladder on the other 
side — a similar ladder is located on the left side of 
the bridge. Establish a semicircular defensive zone 
around the base of this ladder and blast any infected 
that approach. Send two teammates up the ladder 
first to establish a presence on the road above. Once 
they've reached the top, have the remaining two 
teammates climb the ladder and join them. 
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Prepare to engage more infected when you reach 
the top of the ladder. Attacks can come from any 
direction, so stay on your toes and stick together. In 
particular, watch for Hunters and Smokers attacking 
from the trees. It's almost impossible to spot these 
infected bosses until they attack, so be ready to 
respond if one of your teammates is targeted. 
Common infected can pose a threat, too. It's very 
important to defeat any infected in this area before 
moving into the nearby tunnel. You don't want any of 
these zombies following you inside. 


This tunnel is Just beyond the bridge. It's not the 
most ideal passage, but you must pass through 
here to reach the level's safe house. Hold outside 
the tunnel for a few seconds and try to draw any 
infected outside. It's much easier to take them out 
at long range than it is to shove your way through 
their putrid flesh while pushing through the tunnel. 






This logjam of crashed vehicles farther down the 
tunnel can seriously hamper your team's progress. 
This isn't a good place to get stuck, so jump onto 
these cars and get past this obstruction as quickly 
as possible. Keep your team together during this 
transition. It's easy to get separated here, with 
some teammates on one side of the barricade and 
the rest of the team on the other side. So don't 
move over these vehicles until everyone is with 
you. If a swarm attack occurs while you're making 
this transition, stand on top of the vehicles and 
finish off the rushing zombies from a slightly 
elevated position. 


A large concrete barricade adorned with barbed 
wire blocks the tunnel ahead. It looks like the 
local authorities had the right idea, so there might 
still be some hope of finding more survivors in 
Riverside. In the meantime, locate the doorway 
on the left side of the tunnel; it leads into a 
maintenance area, which is now the only way to 
exit the tunnel. 


Like the road outside, the tunnel is filled with 
abandoned cars, providing perfect hiding spots 
for the infected. Carefully sweep the tunnel, 
clearing every blind corner. When you spot 
this white van, consider moving through the 
maintenance passage on the left side of the 
tunnel. Usually, several common infected loiter on 
the other side of the van, just waiting for you to 
step into view. 


Enter the maintenance passage to bypass the 
potential zombie ambush just beyond the 
white van. But this passage is usually filled with 
common infected too. Expect a rush of infected, 
especially as you near the maintenance passage's 
exit. Any zombies hanging out by the van will 
run in your direction. But your team's SMGs and 
pump shotguns should make quick work of these 
hostiles. Just stay together and avoid shooting 
each other. If the zombies move to close range, 
rely on melee strikes to keep them pushed back. 
This is also a good way to avoid shooting your 
teammates. 
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Maintenance Area 




® 

Enter the doorway off the tunnel, but beware of 
infected in the adjoining stairwell. This is a perfect 
ambush point frequented by Boomers. If one 
manages to vomit on you or explode close to you 
or a teammate, you'll be faced with a swarm attack 
in this confined space. If this occurs, locate the 
direction of the incoming swarm and open fire as 
enemies rush into view. The shotgun is ideal for 
cutting through large groups of zombies in tight 
quarters. In any case, advance through this stairwell 
as quickly as possible to avoid falling victim to more 
attacks by the infected. 
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The stairwell leads down to this large room with 
a lower level, usually occupied by a few common 
infected. Don't descend to the lower level, and 
avoid firing on the zombies below. Instead, stay on 
the upper-level walkway on the room's perimeter 
and move toward the passage on the opposite 
side. If you move through this area quietly you can 
sometimes avoid agitating the common infected 
on the lower level. But if they see or hear you, they 
will climb to the upper level and attack. Be prepared 
for such assaults and try to eliminate the hostiles 
before they reach the upper-level walkway. Smokers 
and Hunters may also attack in this room, so keep 
moving and quickly respond if teammates are 
targeted. 



Infected bosses like this Boomer may attempt to 
slow down your team as it approaches the stairs on 
the far side of the room. Exercise restraint and avoid 
shooting these gaseous, bile-filled balloons at close 
range. Instead, strike with melee attacks to push 
them back before shooting. Instigating a swarm 
attack in this room can be dangerous; one of your 
teammates could fall to the lower level, and it might 
be difficult to offer support. 
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Don't bother climbing the 
exterior stairs near the safe 
house door. They lead to a 
dead end. Exploring this 
space can waste valuable time^ 
giving the infected more 
time to attack your team and 
potentially overrun the safe 
house. 


aterworks Safe House 


Keep moving up the path until you can see this 
old waterworks building on the hill above. The red 
steel door in the bottom corner indicates that it's 
a safe house. Rush up the path and throw the door 
open. Hold near the doorway and wait for the rest 
of your teammates to get inside, then slam the 
door shut to complete the level. 


The short set of stairs in the maintenance room 
leads outside — the level's safe house is just up 
the hill. Even if you can't see any infected outside, 
move out of the concrete passage quickly, as more 
infected are likely to spawn behind your team, 
inside the maintenance area. Be prepared for the 
possibility of Smokers and Hunters attacking your 
team from the rear or among the trees lining this 
path. Don't let the safe house's proximity lure you 
into moving ahead of your team. Stay in contact 
and call out if anyone is in trouble. You might 
have to backtrack a few times before everyone is 
moving together. 
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Safe House 



This safe house is part of the waterworks facility, 
which explains the presence of the large pipes and 
other industrial equipment. But don't get distracted 
by the decor. Near the steps on the right is a table 
holding first aid kits, ammo, pump shotguns, and 
SMGs. Use the first aid kits to heal any injured 
teammates. Otherwise, save them for later. Also, 
make sure your team has a good mix of weapons. 
Shotguns are great for clearing out the areas ahead, 
but you'll also need the range and rate of fire 
offered by the SMGs. So split the load-out evenly by 
taking two SMGs and two pump shotguns. 
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When you're properly outfitted, climb one of the 
sets of steps flanking the room and move toward 
the red steel door. Before opening it, engage any 
visible infected through the bars.The room on the 
other side is very large and filled with common 
infected. If you simply throw the door open, they 
could rush inside the safe house before your team 
has a chance to exit. So clear out any zombies 
gathered near the door. Even when you open the 
door, a few more infected may try to rush inside, 
so be ready to stop them with a shotgun aimed at 
the exit. 

Junction 


This large chamber outside the safe house is likely 
filled with common infected, so be ready to open 
fire as soon as you enter. Hold at the safe house 
exit and form a semicircular line in front of it. Now 
your team can cover the room in all directions, and 
everyone has a clean angle on the approaching 
infected. This is a good way to clear the area in 
front of the door, but more infected lurk behind 
the large pieces of equipment and near the two 
massive drainage tunnels. So be prepared to move 
out, but stick together. Although this is a single 
room, it's very large and it's easy to get separated, 
giving Hunters and Smokers the chance to strike 
and inflict serious injury on stragglers. 
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tUNNELS UNtIL VOUE TEAM IS EEAUV 
to EXit tfUS OUNCtiON EOOM. A 
SMOKEE POSttlONEU }N ONE Of tf E5E 
tUNNELS CAN DEA& ONE Of VOUE 
tEAMMAtES out Of ttE EOOM, BUt 
QH\y If t-HE tAE&EtEU tEAMMAtE 
IS SEAN&IN& IN tfE tUNNEL. 
OttEEVViSE, tHE VICtlM IS HUN(? UP 
ON tfE tUNNEL LE&GE, LEA&IN& tO 
CONStElCtlON 0AMA&E. IN ANV cASE, 
MAKE SUEE ypUE tEAM EESPONDS 
to suet AttAcks As QUickCy As 


^ T " ■ ' \ 

5 m 


POSSIBLE. 

I 

I 

I 

' t:* iiv_ g H* ^ 





www.primagames.com 






PRTMA Official Game Guide' 


Don't linger in the junction room too long. Endless 
supplies of infected continually enter from one of 
two drainage tunnels. Wasting time in here only 
depletes ammo and health, so form up and prepare 
to move through one of the tunnels. Both lead to 
the vertical shaft, so it doesn't matter which path 
is chosen. But the tunnel to the right of the safe 
house is the safest and closest route. Just make sure 
your team sticks together. While moving through 
the tunnel, watch out for Boomers.They can pose 
a serious threat in this confined passage, especially 
if any of your teammates get splashed with bile. 
Confronting swarms of infected in this tunnel isn't 
too challenging, but make sure everyone in the 
team has a clear angle on the stampede to avoid 
friendly fire incidents. If leading the team down the 
tunnel, crouch so those behind you can fire over 
your shoulder. 

Vertical Shaft 


Circle around the catwalk and scour the area below 
for infected. Don't let the lure of ammo and weapon 
upgrades below make you rush to the lower level. 
Instead, keep your eyes peeled for infected bosses 
(like Hunters) lurking below. Eliminating these 
threats from the upper level makes the transition 
much safer. But don't just focus on the lower level. 
Common infected may rush out of the tunnel you 
just exited, so be ready to blast any rushing toward 
you on the catwalk. 




Both tunnels exit into this large vertical shaft ringed 
by a narrow catwalk. However, be careful when 
exiting the tunnel. Infected bosses may be waiting 
for you here, hoping to flank your team as it exits. 
Such attacks are tough to prevent, but if you stick 
together, they're easily dealt with. Consider having 
the healthiest teammate exit the tunnel first as a 
decoy. Once the trap is sprung, the rest of the team 
can come to the rescue, usually before any serious 
damage is inflicted. 


While circling the catwalk, look for this ladder on 
the outside wall. But don't rush to it and begin your 
descent. Instead, look down the ladder and blast 
any infected climbing it. Common infected and 
bosses alike can climb ladders like this, so be ready 
for anything. If a Boomer is climbing the ladder, 
make sure it's a safe distance away before blasting 
it. Otherwise you'll have to confront a swarm attack. 
When the ladder and the area below are clear, 
quickly transition to the bottom of the shaft. Make 
sure all your teammates descend the ladder at 
approximately the same time. A lone teammate left 
behind on the catwalk can be attacked by a Hunter 
or Smoker, and it's difficult to climb back up and 
help out in time. 



CAi^TlON 


After climbing down the ladder, quickly survey 
the surrounding area, then locate the ammo and 
weapon upgrades resting on the two green crates. 
All of the weapon upgrades are useful here, so 
consider going with one auto shotgun, two assault 
rifles, and one sniper rifle. This mix of weaponry 
gives your team a good balance of range, rate of 
fire, and stopping power. If anyone in your team 
is injured, this is also a good location to heal. Just 
make sure at least two teammates stand watch 
at all times. When everyone is ready to move out, 
descend the nearby steps and enter the concrete 
tunnel just ahead. 


Expect to encounter a few common infected in 
the concrete tunnel. Blast them while rushing 
forward, ascending the shallow slope. This passage 
eventually dead-ends, blocked by a high concrete 
wall. But another large drain pipe is to the right. 
Before entering the red-lit pipe on the right, make 
sure your team is together — the action in the next 
room can get rather frantic. 


Gate Room 
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MOVE t-HEOUGfi VVAlsr-f^lGH 

VVAtEE As QUICKIJ' As POSSIBLE. 
CPOiiCAiNG HUNfEPS cAN LliPK JUST 

beneath the SiiPfAcE, MAKING 

THEM IMPOSSIBLE TO TETECt UNTIL 
THEV LEAP TOWAPD ONE Of VOUP 
TEAMMATES. 



Cautiously approach the end of this tunnel. 
Quickly scan the room ahead for Smokers and 
other infected bosses. A Smoker may attempt 
to drag one of your teammates down into the 
water, so watch for incoming tongue attacks and 
immediately target their source.The director may 
have placed a Witch somewhere in this room, 
too, so if you hear her wailing, try to uncover her 
location before dropping out of this tunnel. 


www.primagames.com 










allowing your team to reach the opposite side of the 
room and the exit. You lower the gates by interacting 
with this yellow switch, but before doing so, get ready 
for a mini-finale. You'll need to fend off a large infected 
attack while the gates noisily lower into place. So 
make sure everyone on your team has reloaded and 
has plenty of health.There may be some molotovs or 
pipe bombs on this upper level, which can come in 
handy when the attack is underway. 


COMBINED AttAckS BV tNf ECtE& 
BOSSES CAN spur yoiip team up in 

tAiS LAPOE POOM. If tHIS OCCUPS, 
PPlOPittZE tfE t-HPEAtS AN& 

PESPOND ACCOPDiNGU^ If SOMEONE 
HAS StAPtLED A WitCf, EUM{NAtiN(? 
THE WttCf SHOULD BE At THE TOP 
Of youp List. AttAcks By huneeps 
and SMOkEPS SHOULD BE DEALt WltH 
NEXT, f OLLOWED B'y THE ELIMINATION 
Of THE COMMON |Nf ECtED. If yOU f IND 
yOUPSELf IN THE WAtEP, BLAST AN'y 
NEAPB'y THPEATS, THEN CLIMB THE 

STEPS neap the tunnel entpance to 

PEOOIN yoUP TEAM ON THE WALkWA)'. 
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As the gates begin to lower, do your best to keep 
your team on this upper level, near the switch. 

Most of the infected attack from the lower level, 
climbing ladders to reach your team. But some 
attack through a hole in the wall near the gates. By 
focusing attention on these critical points, you can 
control the upper level and avoid getting split up. 
But attacks by a Smoker may require dropping to 
the lower level to rescue a teammate. If this occurs, 
move together as a team. Otherwise you may be 
overwhelmed by the infected, particularly if you fall 
in the water. 



From the tunnel, follow the narrow catwalk to the 
right side of the room. Here a ladder leads to an upper 
level.The exit is on the opposite side of the room, but 
it's currently inaccessible.To reach it you must lower 
the gates in the center of the room, used to control 
the flow of water through the drainage system. 

' will in turn lower the catwalk above the gates. 



SMOkEP AtTAckS APE A HUGE THPEAT 
DUPING THIS MlNl-f iNALE, AND CAN 


DISTPAcT yoUP TEAM f PQM TAPGETING 
THE SWAPMS Of COMMON |Nf ECTED. 
sometimes SMOkEPS HIDE IN APEAS 



VVHEf?E !>lff tCULt tO 


to FR-tt yoUF BU00y by tlttlNG 

rtt SMQKFF'S tON&Ut VVltH MELFF 
AttAckS. IF tHAt'S NOt POSSIBLE, 
tAFGFt tFF SMOkFF DlFFCtLy. 


Drain Exit 


The tunnel leads into this large concrete-lined 
room supported by several vertical steel beams. 
The steel beams help conceal the infected inside 
this room, so hold at the entrance and open 
fire on anything that moves.This may trigger 
more infected to rush toward your team, but it's 
better to engage them head on here than to be 
surrounded once you enter the room. 


Once the gates have been fully lowered, the 
infected attack subsides. Finish off any stragglers 
and cross the newly lowered catwalk. A small 
room on the far side of the catwalk contains a first 
aid station. Any teammates you lost during the 
mini-finale may spawn inside this room. 
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From the tunnel, turn right and look for a circular 
passage leading into an adjoining room. Don't 
climb the yellow ladder — this leads up into a 
small warehouse. Instead, stay in this lower-level 
passage to bypass the warehouse entirely. The 
ceiling has collapsed in a portion of this next 
room, and an old stairway can be used to climb 
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After raiding the first aid station, continue along 
the upper-level walkway to enter yet another large 
drainage tunnel. More infected may occupy this 
tunnel, so stay sharp. There's even a possibility you 
could encounter a Tank. If this occurs, backpedal 
down the tunnel and return to the gate room to 
finish him off. 



out. At the top of the stairway turn left and hop 
out the window. Steer clear of the open doorway 
in this small room — it leads into the warehouse. 


Alternate Pathi Warehouse 


Climbing the yellow ladder in the room 
with steel beam supports puts your team 
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If you MAKf tt to tf f cABOOSf But 
VQUf ttAMMAttS Aft lAGGiNG BtfiND 
CONSI&tf TOSSING A PIPE BOMB INTO,, 
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WINDOWS. THIS WILL AELP ALLEVlAtE' 
SOME PfESSUfE ON VOUf TEAMMATES- 
BV PfOMPTlNG TEE COMMON iNf ECTEt> 
TO CHASE AfTEf THE PIPE BOMB. 
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this building while firing on any infected you 
encounter along the way. As you get closer to the 
brick building, shoot out the window on the right to 
create a straight path to the caboose. 


in a small warehouse. It's best to avoid this 
path if possible as it's almost always filled 
with infected.The room also has an upper- 
level walkway ideal for Hunter and Smoker 
attacks. However, you might have to take 
this path if you've lost a teammate. A small 
closet inside this warehouse can serve as 
a spawn point. But if your team is at full 
strength, bypass the warehouse and stay in 
the passages below. 


Caboose Safe House 


Rail Yard 
Grounds 


Hop through the window on the right and race 
toward the caboose ahead.The caboose is on a 
narrow platform, suspended above the floor of this 
large building. So watch your step while rushing for 
the door. If you fall off the narrow walkway leading 
to the caboose (or get pulled down by a Smoker), 
you stand a serious chance of being mauled by the 
infected below. If you or a teammate does fall, the 
upper level can be accessed via two staircases on 
either side of the building. Get inside the caboose 
as quickly as possible and shut the door once your 
teammates are all inside. 


Gulp in the fresh outside air as you hop through the 
window. Your team is now outside the warehouse 
near a rail yard — the safe house isn't far away. Watch 
for more infected lining this path. Keep your team 
together and cautiously round the corner to the left. 


Cross this small parking lot to reach the building 
straight ahead — the one with the long rectangular 
windows. A caboose serves as this level's safe house 
jnside that large brick building. Keep moving toward 
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It's not necessary to climb the tower, but 
it's always worth checking out. Sometimes 
the director stashes weapon upgrades and 
other pickups up here. So make a habit of 
checking out lower- and upper-floor rooms 
of the tower, even if your stop is very short.The 
tower offers a clear view of the entire yard, making 
it easy for those equipped with assault rifles and 
sniper rifles to engage a variety of targets at long 
range. While this may seem like a sound tactic, it 
actually does very little for your team. For every 
infected you kill, the director will only spawn 
more. By holding in the tower you're only wasting 
ammo. Grab any supplies inside and move out. 


The rail yard is dark, with only sparse 
lighting. Upon exiting the caboose, check 
your left and right flanks for infected 
lurking in the shadows. There are a few 
key structures in the rail yard you can 
use as landmarks during your journey. 
Identifying and using these landmarks 
as navigational aids can help your team 
stick together in this otherwise open 
yard. The first major landmark is the tall 
tower at the center of the yard. Staying 
together, move out for this tower and 
engage any infected along the way. 


Rail Yard 
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Your team has made it out of the drainage system, 
but Riverside is still a long ways off. So take a 
moment to stock up and heal inside the caboose. 
SMGs and pump shotguns are the only weapons 
available here. If you still have assault rifles, auto 
shotguns, or sniper rifles from the previous level, 
hold onto them and make sure you've maxed out 
your ammo count. When your team is ready to 
move out, open the red steel door at the end of 
the caboose and be prepared to race through the 
rail yard. 
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The next major landmark is this loading platform 
on the far side of the yard. After raiding the tower, 
make a beeline for this structure. However, the 
director often places a Witch near this structure. 

So if you hear a wailing Witch anywhere in the rail 
yard, this is mostly likely where she's located. If this 
is the case, keep your distance while moving toward 
the platform's steps. And remember to shut off 
your flashlights to avoid startling her.To maximize 
your distance, you can climb on top of some of the 
boxcars near the steps. 
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LOOK f OK ITEMS LIKE MOLOTOVS, PIPE 
BOMBS, fUEL CANS, AN& PKOPANE 
TANKS IN THE SIDE KOOMS ON THE 
L0At>lN(? PLATFOKM0TUKN ON VOiJK 

f lastli&tt to spot T-HEM. TTESE 

ITEMS CAN BE USEFUL LATEK ON OK 
HELP you fend off A LAK0E"SCALE 
AtTAcK AT THE LOADING PLATFOKM. 



Climb the steps up to the loading platform and 
cross the narrow walkway as quickly as possible. 
This is a popular site for ambushes by infected, so 
sweep the side rooms as you pass — there may be 
some pickups inside as well. If an attack does occur 
here, consider backing up into one of the side 
rooms and fending off the attackers as they barge 
through the doorway. If you stand on the walkway 
your team can be attacked from multiple angles, 
including from above. The side rooms offer a bit 
more protection and allow your team to focus its 
firepower on one entry point. 



At the end of the loading platform's walkway, some 
wooden planks have been placed to bridge the gap 
between a couple of boxcars, forming a bridge over 
the rail yard's perimeter fence. Make sure everyone 
stays together while crossing these boxcars. If 
someone falls off or is pulled off by a Smoker and 
lands back in the rail yard, it could delay your team, 
forcing you to cross the loading platform all over 
again. 
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the right direction when you see this road 
sign on the right side of the road — you must 
be getting close to Riverside. As usual, stay 
together during this sequence and travel 
down the center of the road while watching 
the trees on the sides for incoming infected. 
This is a very common site for ambushes, so 
stay on your toes and keep your eyes peeled. 


After dropping off the red boxcar and down 
onto the flatbed car, turn right and proceed 
down the road. Heading the opposite 
direction leads to a dead end, so make sure 
you turn right. You'll know you're headed in 
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HUNtEffS and SMQKEES AfDiNG JNi tHE 
tEEES AEE ALWAVS A SEElOiiS tAEEAt 
&aEiN(? tm SEQUENCE. TEEV'EE 
ALMOSt {MpQSSmi-E tQ SEE, SQ VQUE 
ONE)' OPttON tS to QiifCKE/ RESPOND 
to tHEiE AttAcKS BEf OEE tHEV CAN 
iNf LfCt AEAW DAMA&E. TAiS {S WAV 
tt'S SO CEUCtAL to Stick tOOEtEEE 
ANt> WAtCE EAcA OtEEE'S BACKS. 


Keep moving down the road at a quick pace, but 
slow down when you near this wrecked church bus. 
There are usually a few common infected stumbling 
around this wreck. But what you can't see is what's 
waiting for you on the other side. Listen and watch 
for enemies gathered on the other side. Consider 
shooting beneath the bus to take them out. Or 
simply toss a molotov or pipe bomb around the 
corner. 




If A TANK AttAcKS WHILE VOU'EE 
tEAVELlN(? DOWN tHE EQAt>, QUICKlJ' 
BACKPE&AL WHILE f IE|N(?. THIS IS ONE 

AEEA wheee theee's enough eoom 
to MANEUVEE and DODItE tHE TANK'S 
AttAcKS. Blit WHILE EUNNiNG AWAV 
fEOM THE TANK, TEV TO KEEP TABS 
ON yOUE TEAMMAtES. If VOU'EE NOT 
cAEEf UL, yOUE TEAM cAN BECOME 
sepAEATED DUEiNit tank AttAcKs, 
MAKING EVEEVONE MUCH MOEE 
VULNEEABLE to AttAcKs BV tHE OfHEE 
iNfECtED. 


Beyond the bus, look for this small maintenance 
shed on the right side of the road.There's a first aid 
station inside, but approach this small structure 
cautiously, as there are usually several infected 
nearby, hiding in the woods. Have three teammates 
stay outside while one teammate goes into the 
shed and opens the first aid station, reporting what 
goodies await inside. Rotate your 
team through the shed to stock 
up on medical supplies, keeping 
three outside at all times to 
provide a defensive perimeter. 

Any healing should be performed 
inside the shed itself. The director 
may have placed pipe bombs or 
molotovs on the table inside the 
shed, too. ~ fjL 


VIMNINfi 







A jack-knifed big rig blocks the road ahead, 
making the nearby house the default detour. The 
wrecked vehicles outside this house should clearly 
communicate the hazards of this location. So try 
to get into and through the house as quickly as 
possible while staying together. Step off the right 
side of the road and make a dash for the house's 
front porch. As you approach, watch for movement 
inside the house and blast anything that shows 
itself. Don't be surprised if a Hunter tries to leap in 
your direction. 

f 


Inside the house there is ammo in the living 
room, beside the television set.There may also 
be weapon upgrades in the gun case next to the 
ammo, but the director doesn't always place them 
here.The bedrooms may contain other pickups, 
but it's usually not worth taking the time to search 
the entire house. Make sure everyone grabs some 
ammo, then make a concerted effort to get out of 
the house as soon as possible. 
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PQN't LEt t-HE I^OiiSE LULL VOUE TEAM 
iNtO A false sense Of SECUEfty. 
WfiLE tt MAV SEEM like A SAFE 
place to EESt, TFEEE AEE tOO 
MANV ENtEV POiNtS tO COV'EE, WitF 
ZOMBIES EiiSFiNG tFEOUGF tFE FEONt 
AN& back POOES As WELL AS tFE 
KitCFEN and BEPEOOM WiNpOWS. EVEN 
tFOUGF tFE WiNpOWS AEE BOAEDED 
UP, tFESE MAKESFIFt BAEEtcA&ES 
WON'T last long DUEING A SWAEM 
AttAcK. yoUE team is AcTUAlU' MUCH 
SAFEE OUTSIDE, WHEEE TFEEATS cAN 

BE engaged at longee eange. so 

DON'T USE THE HOUSE FOE ANYTHING 
MOEE THAN A QUICK PIT STOP TO GEAB 
SOME ammo and PEEHAPS HEAL 


Exit the house through the back door and return 
to the road leading to Riverside. Just beyond the 
house is an abandoned ambulance. A few common 
infected usually wander around this area, so be 
sure to neutralize them before making a dash for 
the ambulance. Have three teammates set up a 
defensive perimeter around the ambulance while 
another searches the interior for supplies. You can 
sometimes find pills, a first aid kit, or an oxygen tank 
inside. If there is an oxygen tank, consider lugging it 
along to the church for the mini-finale. 


Beyond the ambulance is the entrance to Riverside. 
However, the road is barricaded at this point, forcing 
your team to find another path. The barricaded 
entrance may be a good sign, showing that the 
locals made an attempt to hold off the infected at 
some point during the outbreak. But the Welcome 
to Riverside sign outside now reads Welcome to 
Hell. This doesn't bode well... 





CEMEtEf^V 


WHEN ENtEEiN(? tHE CEMEtEEV, 
ttiEN to tHiS SMALL EQUiPMENt 
I 5HEf> }N THE LEft COENEE. THtS 
5HE!> UStiALLV CONtAlNS fUEL 
CANS. THESE CAN BE USEP TO 
CEEATE walls Of f {EE WHILE 
&Ef EN&IN& THE CHUECH &UEIN& 

THE M|N|-f INALE. CONSI&EE Ui&OlNG 
A FEW CANS UP THE HILL ANt> 

placing them aeound the chuech's 

PEEIMETEE. 


ivdfSide Cemetery 


pick out the infected from the monuments, 
Furthermore, the tombstones provide the 
infected with some cover. Team mates 
equipped with assault rifles and sniper 
I rifles have the best chance of engaging 
these long-range threats. Those with 
shotguns should establish a perimeter 
around the long-range shooters, 
protecting them from sudden rush 
attacks by nearby infected. 


To the left of Riverside's entrance is a cemetery. 

If creeping through a cemetery during a zombie 
outbreak is your idea of fun, then get ready for 
some action. Your team must cross the cemetery 
to reach the safe house in the church, at the top 


1 A, M 1 ■ 1 i ^ I 1 
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of the hill. The tombstones make it difficult to 
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If YOUk tfAM SCORED ANV f UEL CANS 
OR propane tANKS {N tf E SEED NEAR 
THE CEMETERV'S entrance, SCAtTER 
THEM around the church's EXTERIOR 
BEFORE interacting WITH THE SAFE 
HOUSE DOOR, there's USUALa' ONE 
FUEL CAN ALREADV in PLACE NEAR 
THE sandbags outside. ONcE ALL 
THE EXPLOSIVE OBJECTS ARE IN PLACE, 
MAKE NOTE OF THEIR LOCATIONS SO YOU 

CAN quicklv target them during the 

AtTAck. 
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Make a deliberate push toward the church at the 
far end of the cemetery, dispatching infected as you 
go.This isn't a good place to get bogged down, so 
keep moving. Most importantly, stick together. The 
cemetery is quite large, giving Hunters and Smokers 
the opportunity to isolate and attack stragglers that 
wander off from the team. So if you have to stop 
or can't keep up with the team due to injuries, tell 
everyone to slow down. 


Enter the church through the hole in the wall by 
the safe house door and turn left. Stop at this table 
in the side room off the main chapel to stock up 
on ammo. You can also swap out weapons. For this 
defense-oriented sequence, the assault rifles and 
auto shotguns are the best choice. Consider arming 
your team with two of each. While there are no 
medical supplies here, now's a good time to heal 
any serious injuries. Take a look at your team's health 
bars, and if any teammates are in the yellow or 
orange range, tell them to heal or offer to heal them 
if they have no first aid kit or pills. You may not have 
time to heal once the attack begins. 


Church Safe House 


An open window on the side of the church reveals 
the safe house door, just inside. But it appears the 
safe house is already occupied, and the paranoid 
occupant won't let your team inside. Don't interact 
with the door yet — doing so triggers a mini-finale, 
requiring your team to defend the church from a 
large attack by the infected. 







Once your team is prepared for an attack, interact 
with the safe house door. The coward inside won't 
open the door; he's not convinced your team is 
safe, fearing there may be infected among you. 
Even worse, he rings the church's bells in an effort 
to draw the infected to take care of you. Take a 
deep breath and get ready for a fight. 


Before the zombies arrive, decide where your 
team will make a stand. Holding near the safe 
house door is always a good idea. The large 
window provides everyone with a clear angle 
on the attackers outside. Plus, if you back up into 
the corner by the safe house door, the infected 
can only attack from two directions — through 
the window or through the side room where the 
ammo and weapons are located. Furthermore, 
your team can quickly rush inside the safe house 
as soon as it opens. 


THE SIDE EQQM MAY SEEM LIKE 
AN mEAL LQcAtiQN DUEiNG tHE 
StANDQff . AftEE ALL, tfUS IS 
VVHEEE ALL tHE WEAPONS AND 
AMMO AEE. THEEE'S EVEN A SMALL 
POEtHOLE IN THE WALL NEAE THE 
EEf ElGEEAtOE, IDEAL f OE AIMING 
A weapon tHf^OUGH. HOWEVEE, 
tHAt SMALL HOLE IN tHE WALL CAN 
BECOME A VEEV LAEGE ONE AS tHE 
iNf ECtED BEGIN POUNDING ON tHE 
OiitSIDE WALL, QUICkCY MAKING tHIS 
EOOM A POtENtlAL DEAtHtEAP. IN 
ADDItlON to tHE newly CEEAtED 
ENtEV POiNt, tHE iNf ECtED CAN 
ENtEE tHEOUGH tHE SIDE DOOE ON 
tHE ElGHt As WELL AS f EOM tHE 
chapel. If VOUE tEAM IS OEGANlZEl: 
AND COVEES ALL tHESE ENtEY POiNt 
It'S POSSIBLE to WitHStAND tHE 
SIEGE, BUt It WON't BE EASY. 
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For best results, stay near the safe house door and 
try to keep everyone inside the church. Smoker 
attacks may drag survivors outside. If this occurs, 
move together as a team for the rescue and then 
get back inside. Don't forget to shoot any fuel cans 
or propane tanks your team scattered outside. This 
is a good way to eliminate large swaths of undead. 
Just avoid contact with any flaming zombies 
charging in your direction. 


When you hear the bells stop ringing, the safe house 
door is opened — it's unclear what happened to 
the occupant. Quickly move to the safe house and 
get inside. However, watch out for infected that 
may have entered before you arrived. Boomers 
can sometimes spawn in here, making entries a 
bit tricky. If any of your teammates are sprayed by 
a Boomer's vomit, quickly blast the bloated fiend, 
enter the safe house, and slam the door shut before 
the swarm attack can commence. It won't matter if 
everyone is dripping bile. As long as the safe house 

door is shut, none of 
the infected can reach 
your team. Take a deep 
breath and get ready to 
investigate the town of 
Riverside. If the scene 
at the church is any 
indication, chances 
of a rescue are 
looking slim... 
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Safe House 



Riverside is looking less like a safe haven 
considering the welcoming party your team 
encountered at the church. But you're only on the 
outskirts of town. There may be more survivors 
somewhere else. Plus, you can't stay in the church 
forever. The last occupant of this room seemed to 
go crazy, writing "Better safe than sorry"all over the 
walls. Climb the ladder to the upper-level attic. This 
is where all the weapons, ammo, and first aid kits 
are located. While moving through the town your 
team will advance through several streets, alleys, 
and some interiors. So take along a sniper rifle, two 
assault rifles, and one auto shotgun to balance out 
your team's firepower. Also, make sure everyone is 
completely healthy before moving out — you can't 
afford to have someone lagging behind. 




Once your team is ready to move out, open the safe 
house door and step out onto the church's roof. 
From this elevated position your team can survey 
the immediate surroundings — and things don't 
look good. Dozens of infected wander the streets 
and businesses below. Target any infected around 
the church grounds, but avoid engaging every 
single visible target.The director continually spawns 
new infected, so it's impossible to clear this area 
completely. So make sure the church grounds are 
clear, then climb down the ladder on the right and 
prepare to enter the street. 
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After descending from the church's roof, race 
past this delivery truck crashed outside. Sidestep 
around the back of the truck and watch for 
infected waiting to surprise your team. There's 
usually a fuel can in the back of the truck. Shoot 
it to create a large wall of fire at the back of the 
truck, engulfing any infected that try to race 
toward your team. Once the fire dies down, make a 
break for the Quik Buy parking lot. 


The sign at the convenience 
store states Closed Until 
Further Notice Due to 
Sickness. Although brief, 
this statement confirms 
that Riverside was not 
immune to the contagion. 
This should give your team 
ample warning that the 
town IS completely infested. 
The best course of action 
IS to advance through the 
town and get out as quickly 
as possible. Large population 
centers such as this only 
mean you'll encounter larger 
numbers of infected. Stay alert 
and keep moving! 


WAff'EHOtiS'E Gliik Buy 


pAkkim LQt 
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A narrow alley behind the convenience 
store provides access to a small warehouse. 
Don't bother investigating this area. 

While there may be a few supplies inside 
the warehouse, they're not worth the 
risk of encountering large swarms of 
infected. Entering the convenience store 
or warehouse doesn't get your team any 
closer to the end of the level. These are just 
dead-end side paths. So think twice before 
moving in this direction. If you need ammo, 
raid the office in the convenience store and 
get back to the parking lot. 


Advance through the Quik Buy convenience store 
parking lot toward the makeshift barricade of 
buses. While it's possible to enter the convenience 
store, doing so puts your team at risk, with minimal 
reward. It's best to keep moving down the street. 
Look for this low sandbag barricade between one 
of the buses and a white delivery truck, not far from 
the convenience store's entrance. Simply hop over 
this low wall and continue down the street. 


Alternate Pathi 
Convenience Store 


Poppy Field Florist 


If you choose to enter the convenience 
store, do so carefully and with the full 
support of your team. Don't let anyone 
wander off alone inside.There are likely 
several common infected inside, and maybe 
even a few bosses looking for easy prey. If 
you want to stock up on ammo, there's a 
stash in the office near the counter. An auto 
shotgun usually lies on the floor nearby. 


Once past the barricade by the convenience store, 
continue moving down the street straight ahead. 
Engage all infected along the way but avoid 
stopping. When you near this bus, look for a parking 
lot on the right side of the street. The street ahead is 
blocked by a chain-link fence, but you can continue 
your progress by moving through the Poppy Field 
Florist. The florist's rear entrance is accessible from 
this parking lot. But be careful when maneuvering 
past this bus on the way to the parking lot. Blast 


any infected on top of the bus first, to prevent them 
from leaping down on top of your teammates as 
they pass. 








More infected loiter in the parking lot by the 
florist. Clear the entire parking lot before entering 
the florist. You don't want any infected sneaking 
up on your team and attacking from behind once 
you enter. Swarm attacks can also be a threat in 
the parking lot, with infected attacking from all 
directions. If this occurs, stay together and stand 
back to back with each teammate covering a 
different direction. This not only allows you to 
cover multiple angles, it also prevents you from 
shooting each other — a common problem during 
chaotic swarm attacks. 




caution 



StAV AWAV tAE CAAiN- 
UNK FENCE BLQcKiN(? tHE StEEEt 
BEVOND tAE PAEKiNO LQt. A SMQKEE 
ON t-HE OtFEE SIDE Of THE FENCE 
CAN tAEGEt and t>EAG ONE Of 
VOUE tEAMMAtES UP A&AiNSt 
t-HE FENCE to BE CONStElCtEU 
and tHEN P055IBC/ PUMMELEU BV 


Enter the florist's rear entrance from the parking 
lot and make sure your flashlights are on — it's 
dark inside. It looks like the building has been 
abandoned for some time, even before the onset 
of the outbreak. However, you can pick up some 
supplies in the front room, including a fuel can 
and some pipe bombs. These can come in handy 
later or right now. Sometimes infected attack 
through the florist's front window. If this happens, 
toss the fuel can outside and blast it to create a 
fiery barrier between your team and the infected. 
But while focusing on the front entrance, be sure 
more infected don't sneak 
up behind your team 
from the rear parking lot. 

Even if you cleared the 
lot earlier, the director 
may spawn more 
undead. 


COMMON {NFECtED. SiMpC/ KEEPING 
yOUE DISTANCE FEOM tHE FENCE 
WILL PEEVENf SUCH AttAcKS FEOM 
OCCUEEING. 
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Don t hold out in the florist too long. Exit through 
the front door to enter another parking lot.Turn left 
and advance toward the street. Make sure everyone 
stays together while moving through this lot.There 
are likely several common infected as well as a few 
bosses hiding among the vehicles here. If your team 
comes under heavy attack, consider tossing a pipe 
bomb to draw the common infected away from 
your team. 




Parking Lots 


After passing the big rig, turn right to enter this 
large parking lot behind a few businesses. While 
clearing this area note the white van parked in the 
corner. Your team must climb atop this van to reach 
the next area. But bypass the van for now and head 
toward the light-brick building with the satellite 
dishes on the roof. 


Exit the florist's parking lot and move 
toward this big rig in the street. In this 
area houses line the left side of the 
street and businesses are on the right. 
None of the houses can be entered, 
so ignore them and keep moving 
through the street.To the right of the 
big rig is a small office and garage. This 
can be a good place to stop if any of 
your teammates need to heal. Avoid 
stopping in the street as infected 
can swarm your team from multiple 
directions. 







Enter the office and close the door behind you 
once all your teammates are inside. A mix of 
common infected and bosses may inhabit this 
building, so stay on guard, particularly while 
sweeping the room filled with cubicles. Don't 
get separated checking all the side rooms. Stay 
together and sweep the office for infected. Also, 
watch for infected rushing through the same 
doorway you entered. Even if you closed the door, 
the infected can still break in and attack your team 
from behind. Consider having one teammate 
cover this door while the rest of the team sweeps 
the office. 


ll»-H 
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After clearing the room with the cubicles, enter the 
adjoining conference room. Out the window to the 
left is a ladder leading down to an awning.This is 
the only way out of the office. Make sure your team 
is together before climbing down. Before leaving, 
fire down on any infected wandering the street 
below. Once it's relatively clear, climb down the 
ladder, one after another. 


Once your team has stocked up, return to the 
parking lot and move toward the front of the 
white van. Jump up onto the van to reach the 
upper-level walkway to the right. Follow the 
walkway to an open door leading into a second- 
floor office. 


Enter the building's doorway near the van. It's dark 
inside so make sure your flashlights are turned 
on. There may be a few infected inside, so hold at 
the doorway and clear out any hostiles lurking 
in the corners. When it's clear, enter the building, 
close the door, and turn right to find some ammo 
resting on this table. Reload your weapon, then 
grab some ammo. Make sure everyone gets 
a chance to stock up before moving out. The 
adjoining room may hold some more supplies, like 
molotovs or pipe bombs. 
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At the bottom of the ramp, turn right and head 
down the street toward the theater. In the middle of 
the street a table and a couple of crates hold ammo 
and weapons.Take a few seconds to stock up and 
change your weapon load-out. For the next phase 
of this level your team is best equipped with assault 
rifles and auto shotguns — two of each. Now's a 
good time to heal, too. Your team should be at full 
health before triggering the swarm attack farther 
down the street. Share first aid kits and pills as 
needed to make sure everyone's health bar is in the 
green zone. 


After climbing down the short ladder, turn left and 
watch for infected moving toward your team. The 
awning has collapsed, creating a makeshift ramp 
to the sidewalk below. This provides an easy way 
to reach the street without taking fall damage, but 
it also gives the infected a clear path to your team 
as it exits the office. So as soon as you descend 
the ladder, establish a defensive line, blasting any 
infected that rush up the ramp. Once everyone is 
out of the 


office, rush down the ramp together. 




I r II. , ^ 


Beyond the theater another barricade blocks the 
road. A forklift on the left sidewalk holds up an 
awning above the barber shop. By interacting with 


If you're in a hurry, sometimes it's best to push 


the forklift you can lower the awning, creating a through the swarm attack by hopping onto the 


ramp to the other side of the barricade. But the 
sound of the forklift triggers a swarm attack, so 
make sure your team is ready to hold off a large 
swarm before you even touch the forklift. The 
nearby mini gun aimed toward the barricade can 


awning as soon as the forklift is activated. From 
the awning your team can fire down on the 
infected as they climb the barricade.This sort of 
aggressive approach can help prevent your team 
from getting surrounded at the mini gun. By 



come in handy for mowing down the incoming 
horde. Consider setting up a defense around the 
mini gun, with one teammate operating it while 
the others cover the flanks. Once three teammates 


are in position at the gun, elect someone to 
activate the forklift. 



SQMEtfMES tHE DiEECtOE DEQPS 
A WttCfi IN tEE StEEEt OUTSIDE 
t-HE TEEATEE. WfllLE It'S USUALE)' 
POSSIBLE to sneak past EEE, VOU 
DON'T WANT to EISK StAETLlNO 
TEE DUEING TEE SVVAEM AttAcK, SO 


GATHEE y0UE| TEAM AND KILL TEE 
QUICKLV bee OEE ActlVAtlNG THE 
fOEKLIft. 



S' * 


holding on this elevated position all your team has 
to do is cover both ends of the awning and the 
barricade while keeping your backs pressed up 
against the building. 




E— e. s 

-f 

Once the swarm attack has subsided, cross the 
awning to reach the other side of the street. But 
the street dead-ends near the bus and diner, 
blocked by another barricade. So turn left at the 
dead end and move toward this alley. Before 
entering, make sure everyone is together and 
in good health. You'll need everyone to stick 
together while moving through the alley toward 
the safe house. Anyone lagging behind due to 
injuries is a liability, so share any pills or first aid 
kits to heal your teammates. 
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Enter the alley and make an immediate left at the 
first corner, moving toward this arched passage. The 
alley is surrounded by a few side rooms. Don't get 
sidetracked by checking all of them. There are rarely 
any supplies inside. Still, as you pass each doorway, 
stop long enough to blast any infected inside. 


r. . 


If A TANK AttAcKS WHiLE VOlif 
team }5 MOVING r-HfOUGH f-HE 
ALLEV, MOBlUtV yoiif BEST ALLV. 
BAckpe&Al while f iking to Avoid 

HIS DEVAStAtlNG melee StKiKES. Blit 
BE cAKEf UL not TO GEt BACKED iNtO 
A COKNEK. If POSSIBLE, BAcKPEDAL 

All the wav back down ehe allev 
I f NECESSAKV, f iking on tHE TANK 
THE ENtiKE TIME. MAKE SUKE VOUK 
teammates join in, too, BLASTiNG 
THE TANK until he's DEAD. 


A chain-link fence blocks your team's path at the 
end of the alley, but there's another way around. 

At the fence, turn left and dash up the steps to 
reach an upper-level room — sometimes this room 
contains pills or a first aid kit. From the upper-level 
room, smash one of the two windows and carefully 
cross these wooden planks spanning the alley 
below. Once on the other side, maneuver through 
the small room and out onto the adjoining rooftops, 
dropping back down into the alley once you're past 
the chain-link fence. This little obstacle course can 
really slow down your team, so make sure you know 
the fastest way through this section. Otherwise 
your team can get pinned here for several minutes 
trying to find the way to the safe house, becoming 
easy prey for the infected. For this reason, the most 
experienced player should lead the team through 
this section. If your team moves quickly and sticks 
together you can navigate this area in a few 
seconds. 
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H ArtTf? passing 1Mt FENCE ON tFE 
H UPPEE LEVEU, MAKE SUEE EVEEVQNE 
IS tOGEtEEE BEf OEE DEOPPING 0OWN 
|H iNtQ tAE ALLEV At tEE SAME tiME. 
|j||| If A tEAMMAtE GEtS PINNED OE 
iNcAPAcitAtED ON tAE OtEEE SIDE 
Of tfE FENCE, tfEEE'S NO WAV tO 
; ' CLIMB BACK OVEE tO HELP. 




Attey Safe House 










Once you're on the other side of the chain-link 
fence, turn down the alley and race toward the 
safe house door. Throw it open and provide cover 
while the rest of your team files inside. Watch the 
area around the chain-link fence for Smokers. A 
Smoker on the opposite side of the fence can 
snare your teammates as they rush toward the 
safe house. Be ready to assist if this occurs, striking 
the Smoker's tongue with melee attacks before 
your teammate is constricted up against the fence. 
Get inside the safe house and slam the door shut 
once everyone is inside to prevent further last- 
ditch attacks by the infected. It's time to get out of 
town! 
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ENtkANCE 


The hopeful rumors about Riverside turned out 
to be false. The town is completely overrun. Now 
what? There's a chance your team can secure 
rescue if you reach the river. If anyone escaped 
Riverside, they were most likely evacuated by 
boat. If evacs are still underway, you may be able 
to hitch a ride. But don't get ahead of yourself. 

Use this opportunity to select weapons, stock 
up on ammo, and heal. Round out your team's 
weaponry by equipping two assault rifles, one 
auto shotgun, and a sniper rifle. This will give your 
team adequate firepower to reach the river. Once 
everyone is geared up and healed, open the safe 
house door. 


afe^House 


The safe house is part of a commercial garage 
with a white van parked inside. There may also 
be a few common infected lurking in the corners. 
There's only one exit, and the door's closed, so take 
a few seconds to sweep the garage for threats and 
supplies. 
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Once the garage is clear, cautiously open the 
door leading out into the street.The simple act of 
opening the door may trigger a swarm attack, so 
be ready to step back into the garage and hold off 
the attackers at the doorway. This doorway is the 
perfect choke point, allowing your team to focus all 
their fire at the incoming horde. Just make sure you 
don't shoot each other. Place two teammates at the 
front in a crouched stance while two teammates 
fire over their shoulders.This way everyone can 
contribute. Once the attack subsides, peek out of 
the door and try to draw more zombies within 
range. 


Upon entering the house, immediately set up a 
defensive perimeter. This house has been fortified, 
with bars over most of the windows. Given the 
barbed wire on the roof and the ammo inside, it 
looks like this house was used by the military. The 
only entry points are the front door (where you 
entered) and the back door by the kitchen. Have 
two teammates, each equipped with either an auto 
shotgun or an assault rifle, cover these doors at all 
times. If you fail to cover these entry points quickly, 
you'll face a constant attack by common infected 
swarming the interior. 


House 


Because you cleared most of the street from the 
garage, the path to this nearby house should be 
relatively safe. Still, stay together and make a direct 
advance for the house's front door. Along the way 
look for pickups on or around the abandoned 
military Hummers — you may find some pipe bombs 
or molotovs. 


Although it's relatively secure, holding out at 
the house doesn't help your team. So take turns 
covering the two doorways while stocking up on 
ammo. The adjoining bedroom and kitchen may 
contain supplies, so be sure to check these rooms 
before heading out. 



THE PEQPANE tank AttACHED tQ THE 
BAPBECiiE &E{LL IN THE BAcK VAP!> 
CAN BE EEM0VE1>. PICK It UP, tOSS 
It neap tHE PAPK'5 ENtPANCE, AND 
SHOOt It to CLEAP LAPGE GPOUPS Of 
|NfECtEI>. 


even If you HAVE BOtH DOOPS 
COVEPED, A SMOKEP CAN StILL 
AttAcK tHPOUGH tHE BAPPED 
WINDOWS, CONStPlCtlNO HIS VICtlM. 
SO BE PEADV to PESPOND tO AN 
AttAcK. It MAV BE Difficult tO SEE 
tHE SMOKEP OUtSIDE, SO StPiKE 


HIS tONGUE to MAKE HIM LEt GO. 
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When everyone is stocked up on ammo, exit 
through the door by the kitchen to the back yard. 
The gate along the back fence leads to an open 
area near the entrance to Riverside Park. Hold at 
the open gate and fire on any infected wandering 
around the vehicles by the park's entrance. But 
this isn't an entirely secure choke point because 
common infected and bosses can climb over the 
fence and rush through the house. So have at least 
one teammate cover the rear to prevent attacks 
from behind.Try not to get stalled here too long. 



The entrance to Riverside Park is just beyond the 
vehicles parked behind the back yard. Be very 
careful when entering this area. It's completely 
open and the infected can attack from any 
direction. Stay together and constantly survey 
your surroundings, calling out threats to your 
teammates. The small building near the park's 
entrance is accessible and may contain some 
health supplies. The building can also serve as a 
decent shelter if a swarm attack is triggered. Rush 
inside and fire through the window and doorway 
until the attack is defeated. It may be cramped, but 
it beats weathering an attack in the open. 
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‘ACTION 


The trail leading into the park is usually frequented 
by common infected. Infected bosses may hide in 
the trees along the side of the trail or on the hills 
overlooking it. Speed is your best ally in this area. 
Race through the trail while blasting any infected 
you come across.Those with either shotguns or 
assault rifles should lead the way. But be ready to 
stop and respond if a teammate is attacked by a 
Hunter or Smoker. Stop, rescue your teammate, and 
keep moving down the trail. 


iNf EctE|> BOSS AttAcKS Af?T VEf?y 
COMMON near- tAE ENTRANCE tO tHE 
PAR-K. IN PAR-tlcaiAR-, WAtCH Oiit 
f OP TANKS AN0 WItCEES. TAIS IS ONE 
iNStANCE VVAEPE tAE OPEN SPACE 
CAN WOPK IN youp TEAM'S fAvOp, 
ALLOWING you to BAcKPE&AL GPEAt 
DISTANCES WTILH SHOOTING AT THE 
AtTAcKHPS. BUT DUPING THE CHAOS 
Of AN ATTACK, DO youP BEST TO 
STICK TOGETHEP. PISPEPSING COULD 

GIVE lupki^ig hunteps, smokeps, and 

BOOMEPS A chance 
TO WPEAK BVEN 
MOPE HAVOC 

ON youp 

PANICkEP 

tEAM, . m 


^ The river isn't far away by the time you reach 
T this shelter. But don't stop moving yet. This 
A shelter only offers protection from rain, 

^ ideal for picnics on stormy days — there are 
I no walls. So don't stop and rest here. The 
I boathouse is only a few meters away, so keep 
y moving. 
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A fresh batch of supplies awaits your team inside, 
including first aid kits, ammo, and weapons. The 
radio can be found near the supplies; it repeats a 
message.The message is allegedly being broadcast 
by John and Amanda Slater, the owners of a small 
fishing boat anchored somewhere nearby. They say 
they have "provisions and a route to safety.'They 
request that anyone with firepower respond to 
their broadcast. Sounds like your lucky day. Interact 
with the radio to get in contact with fishing boat's 
crew. They say they're headed for the military 
outpost upriver and will stop at the nearby dock 
along the way to pick up your team. You must 
contact them again when you're ready. Contacting 
the boat again triggers the finale, so hold off and 
take a moment to prepare for the attack. 


Move through the shelter near the trail and 
continue to the boathouse on the edge of the 
river. The lights are on inside and a radio can 
be heard. Quickly blast any infected wandering 
around the house's exterior, then rush inside 
through the front door and close it once your 
team has entered. 





PRTMA Official Game Guid 


•£« 


A CABtN }N t-HE VV00!>S NOt fAE fkOM 
THE boathouse CONtAtNS SOME AMMO. 
BUT DON'T TEV TO HOLD OUT THEBE 
VVHiLE VVAiTiNG FOB THE BOAT TO 
ABBfVE. IT'S TOO FAB FBOM THE DOCK. 
HOWEVEB, }F you FtND VOUBSELF IN 
A DESPEBATE SITUATION DUBING THE 
ATTACK, IT CAN BE A PlAcE TO HIDE 

OUT and gbab some ammo. 


Next, search the house and its perimeter for fuel 
cans and propane tanks. Grab them and scatter 
them around the front of the house, preferably 
within the mini gun's firing arc.Triggering huge 
explosions and fires during the finale can come 
in handy for dispatching large groups of infected. 
Don't take the fuel can found at the nearby docks, 
though; leave it where it is for now. It'll be very 
useful later. 


Finale Preparation 


h: 


Before contacting the fishing boat again, do a quick 
tour of the house to locate supplies. Head upstairs 
and step onto the upper-level deck. Here there's 
a mini gun covering the front of the house. Next 
to the mini gun is a crate with pipe bombs and 
molotov cocktails — a similar stash is on the ground 
floor, outside the back door. Make sure everyone 
on your team has a molotov or pipe bomb. These 
weapons can make a huge difference while 
defending this location. 


Before initiating the finale, 
make sure you know where the 
dock IS located. This is where 
the fishing boat will arrive to 
rescue your team. You'll need 
to get there quickly, so rehearse 
your exit from the boathouse or 
wherever you plan to fend off 
the attack. 






During the siege, listen for the thundering 
footsteps of an incoming Tank. Locate and target 
theTankas quickly as possible, hitting him with 
mini gun fire and molotovs. If you fail to take him 
out quickly, he enters the house and attacks your 
team on the deck. If this occurs, ditch the mini gun 
and run away while firing. Such attacks can totally 
disperse your team, so stay in constant contact 
with your teammates and try to meet up inside the 
house once the Tank is dead. A Tank's strikes are so 
powerful, they may even knock you into the river, 
requiring you to swim back to shore to rejoin your 
team — assuming you survived the hit. 


Once you're ready to initiate the attack, return 
to the radio and contact the fishing boat.They 
acknowledge and say they'll arrive at the dock 
in ten minutes — in actuality, it's closer to five 
minutes. Still, the survivors have their work cut 
out for them. There are many areas from which to 
defend the house, but the upper-level deck is one 
of the best. Have one teammate man the mini gun 
while everyone else holds nearby and defends 
the gunner's flanks. Infected can climb up the 
sides of the deck as well as advance through the 
house, so covering the gunner is a full-time Job for 
the entire team. Don't forget to use the molotovs, 
pipe bombs, fuel cans, and propane tanks to your 
advantage.Try to target massive swarms with 
these explosive and flammable devices. 
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TtfE TANK ISN'T t-HE ONC)' ENEMV f-HAt 
CAN SEPAKATE youp team. SMOKEPS 
APE ANQTAEP fUi&E tTPEAt, CAPABLE 
Of 5NAPIN& teammates AN0 
0PAG&IN& THEM Off INTO A SECLUDED 
APEA. If yOii'PE ATTACKED B'L A 
SMOKEP (OP HUNTEP), ALEPT yOUP 
teammates and tell them VVf epe 
you APE so THE)' CAN PESPOND 
As QUiCKCy As POSSIBLE. VOICE 
communication is KE'y; OTHEPVVISE 
THEi' MA'y NOT PEALIEE yOU'PE IN 
TPOUBLE. I 
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If you're the first one on the boat, turn around and 
provide covering fire while your teammates make 
it across the dock. Your teammates probably have 
a swarm of infected nipping at their heels. Locate 
the red fuel can on the dock and be ready to blast 
it as soon as your last teammate approaches the 
boat. This creates an impassable wall of fire on the 
dock, preventing any infected from reaching the 
boat. However, be really careful when you shoot 
the fuel can. If you trigger the fire too early, one of 
your teammates could be caught on the wrong side, 
faced with either rushing through the flames or 
getting killed by the incoming horde. 


During the siege, listen for the sound of the 
approaching fishing boat. One of the survivors will 
alert the others of its arrival. As soon as the alert is 
given, vacate the boathouse and make a beeline for 
the dock. This is a very critical stage, so make sure 
your team sticks together. Don't be surprised if the 
director cranks up the tension by spawning multiple 
bosses, including another Tank. Stay on the move 
and get to the dock as soon as possible. If you leave 
the boathouse right after the alert is given, you can 
reach the dock just as the fishing boat arrives. Race 
across the dock and hop on board. 



The boat leaves once all able-bodied survivors have 
made it aboard. Anyone incapacitated back at the 
house or on the dock is left behind. So if you have a 
teammate who might not make it, don't board the 
boat. That way you can stage a rescue if someone 
is incapacitated on the way to the dock. However, 
reviving a buddy amidst the chaos of the infected 
attack is very dangerous. So don't attempt a rescue 
alone. Still weigh the pros and cons carefully — 
staging a rescue attempt could put your entire 
team in Jeopardy. If everyone dies during the rescue 
attempt you'll have to play this level over again. It 
may be best to cut your losses and get away while 
you still can. It's a tough decision and you will have 
a only few seconds to make it. If it's any consolation, 
those left behind will be memorialized in the 
movie's closing credits. 
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In Dead Air, a large city has been completely 
overrun by the infected.The outbreak 
spread quickly. A few isolated cases quickly 
ballooned into a full-scale epidemic. 
Attempts to quarantine the infected were 
ineffective, prompting the government to 
order a complete evacuation of the city. 

But not everyone got out. Four strangers 
have banded together, determined to fight 
their way through the throngs of undead 
in an effort to reach the airport. All other 
evac points have been either overrun 
or abandoned. Occasional low-level 
overflights by military cargo planes suggest 
the airport is still operational. Getting there 
won't be easy, requiring the survivors to 
traverse city rooftops, abandoned buildings, 
construction sites, and an infested airport 
terminal. But there's no other choice.The 
ranks of the infected grow at exponential 
rates, day after day. Before long they'll occupy every square foot of the city. The time to 
escape is now! 


THEIR FLIGHT JUST GOT GELAYEO. PERMANEMUV. 


Level Map 






As Dead Air begins, a C-1 30 cargo plane zooms 
above this rooftop greenhouse, giving the survivors 
hope that the airport is still a functional evacuation 
point. But there's no way to tell for sure, so they 
need to travel to the airport on foot and investigate 


the situation for themselves. The outbreak is so 
severe that evacuating by air is the only viable 
method of escaping the city. 



Before setting off on your journey, stop at the table 
inside the greenhouse and stock up on supplies. 

In addition to the usual first aid kits, ammo, and 
weapons, there are stashes of molotov cocktails 
and pipe bombs. The first leg of your team's trek 
sends them across large open rooftops and inside 
cramped buildings. SMGs and pump shotguns are 
effective in these locations — make sure your team is 
outfitted with both types of weapons. Also, take an 
even mix of molotovs and pipe bombs. 


After gearing up, approach the short set of steps 
near the table. Have your team hold at the top 
of the steps while someone creeps down and 
throws the door open. Once the door is open, fire 
through the doorway from the top of the steps. 
This is a good way to funnel your team's fire into 
this narrow doorway, killing all infected that try to 
rush through. If the infected presence on the other 
side of the door is heavy, consider tossing a pipe 
bomb through the doorway. This should attract the 
majority of the infected in the next room and blow 
them to tiny bits, making it much safer for your 
team to advance through the greenhouse. 


Versus mode is not available 
while playing Dead Air, so there 
are no tips for playing as the 
infected in this chapter. Instead, 
the tips and tactics provided 
are oriented for survivor co-op 
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one roof to the next until you can descend to 
street level. Upon exiting the greenhouse windows, 
turn right to spot your next waypoint. Before 
crossing the wooden planks, fire down on the 
infected occupying the next rooftop.Try to spot 
and engage Hunters and Smokers hiding among 
the common infected. These bosses are very 
dangerous while you're crossing the rooftops, so 
try to kill them before they can strike. When the 
lower rooftop is clear, quickly but carefully cross 
the wooden planks connecting the two rooftops — 
if you fall, you're dead, so watch your step. 


Once the infected stop pouring through the door 
at the bottom of the steps, replenish your ammo 
and then enter the next room in the greenhouse. 
This is a very large room, so stick together and 
engage all infected as you move past the rows of 
untended plants. As you near the wall at the far 
end of the room, look for these two windows — 
they lead out onto an adjoining rooftop. But 
don't hop through the windows Just yet. Instead, 
hold inside the greenhouse and open fire on any 
infected that try to rush through the windows. You 
can also fire through the windows to eliminate 
infected on the adjoining rooftop. A doorway in 
the nook to the left also leads out onto the roof, 
so watch out for infected attempting to flank your 
team from this angle. 


'At-TlON 


Rooftops 


TEAMMAtHS MAV tPlP VVfULE 
CPQ55INJ& tAE PLANKS, Blit VOU CAN 
AELP THEM UP As TEEV CLING fO 
tAE LEt>GE0tAEV'LL BE A{GELiGEtEt> 

IN QEANGE if tfEV'PE IN tPCHiBLE. 
WALK OVER AN& iNfEPAcr vVlt-H 
THEM to PULL tf EM UP, UUSt AS If 
VQU'PE PEViVlNG AN iNcAPACitAtEt> 
tEAMMATE. MAKE SUPE EVEPVONE 
MAKES It AcPQSS tfE planks SAf el/ 
BEf OPE CONtlNUlNG. 


Secure the adjoining rooftop by firing through 
greenhouse windows, then step outside through 
the windows or the door. A network of rooftops 
lies before your team, requiring you to hop from 



After crossing the plank, turn left and watch for 
infected pouring out of these three windows. Keep 
your distance, holding near the center of the roof, 
and blast anything that barges out.This is a good 
way to kill Boomers that attempt to rush your team. 
Hold outside the windows until the infected stop 
rushing your team. If a swarm attack breaks out, 
toss a molotov or pipe bomb through one of the 
windows to alleviate the pressure on your team. 


Clear the kitchen and then turn left to engage 
any infected occupying the living room. Have two 
teammates clear the living room while everyone 
else holds in the kitchen and covers the hallway, 
preventing the team from getting flanked. Still, don't 
get too far out of each other's line of sight. You still 
need to support each other if attacked by a Hunter 
or Smoker. 


Apartment Detour 



The three windows in the adjacent building lead 
into an apartment — the left and middle windows 
lead into a bedroom and the right window leads 
into a hallway connecting to the kitchen. Moving 
through the apartment is the only way to reach the 
next set of rooftops, so get ready for some close- 
quarter fighting. Enter the apartment through the 
window on the right to access the hallway. The 
bedroom is also accessible through a doorway in 
the same hall, but the room rarely contains any 
pickups, so skip it. Cautiously proceed down the hall 
toward the kitchen, but make sure someone guards 
the rear; infected can spawn on the rooftop outside 
the apartment and attack your team from behind. 
Blast any infected loitering inside the kitchen. 


If you LOOK oat ttt window in ttt 
KitcttN you can stt wttf t youf 

TEAM IS AtADED NEXT, iNCUiDlNG 
tf.E HOLCy StEEEt APAEtMENtS ON 
rtE LEft SIDE Of rtE SEE EEt AND 
tfE HAP BOP VIEW HOTEL ON THE 
fl&Ht SIDE. Wt THE WINDOW ISN'T 
A STOETCUT, so DON'T TP)' TO dUMP 
OUTDyou WON'T SUEVIVE THE fALL. 
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After climbing the ladder, race across the next 
rooftop toward the Holly Street Apartments sign 
connected to the adjoining building.To reach 
the apartments your team must drop onto a 
metal duct, then down onto a patio outside one 
of the apartments. During this series of drops, 
make sure your team stays together. If necessary, 
initiate a voice countdown before each elevation 
transition to ensure your team sticks together. 

This is an area that Hunters and Smokers can take 
advantage of, pinning or ensnaring stragglers on 
the rooftop while the rest of the team has entered 
the apartment. Once you've dropped down, there's 
no way to get back up and rescue incapacitated 
teammates. 


Enter the living room once it's clear, then 
immediately turn to the three windows on the 
right side of the room. These lead out onto 
another rooftop, but don't hop through just yet. 
There are likely more infected waiting outside, and 
they may rush inside the apartment once they 
spot your team. Have three teammates cover each 
of the three windows while the fourth watches for 
attackers rushing in from the kitchen. Covering the 
windows helps prevent the infected from getting 
inside. But attacks by bosses can complicate 
matters, sometimes leading to a breach. If this 
occurs, try to stick together inside the living room 
so you can all support each other. 


Rooftop Escape 


Hotty Street Apartments 


Exit the living room through one of the three 
windows, stepping out onto the white metal 
rooftop. As you make the transition, locate the 
yellow ladder on the brick wall to the right — 
climbing this ladder is your next goal. Before 
rushing the ladder, engage all the infected on 
the rooftop. You don't want them clawing at your 
backs as you climb the ladder. Watch for more 
infected leaping off the ledge above the ladder 
and attacking through the apartment windows. 
Once all attacks have been defeated, quickly climb 
the ladder before more infected arrive. 
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After dropping onto the patio outside the 
apartment, make sure your team is together and 
storm inside the adjoining living room. Immediately 
turn your attention to the stairway on the opposite 
side of the room. The sound of your footsteps may 
alert the infected downstairs, triggering them to 
come rushing up the steps. Establish a firing line in 
front of the stairway and blast them as they surge 
up. There may be other infected in the nearby 
bedroom and bathroom, so don't turn a blind eye to 
those rooms.Two teammates can adequately cover 
the stairway while the rest of the team sweeps the 
other rooms for infected and supplies. 



I St — r— t ] 


IN THE APAEtMENt LIVING kOOM 
tAEEE'5 UStiALi:/ A PiStQL UP&PA&E 0 
tAE f LOOP BV tHE WINDOW NEAP tHE 
PAtlO. MAKE SiiPE EVEPyBODV &PABS 
ONE to tAKE ADVANtAOE Of DUAL 
PiStOLS. , 



Once the upstairs area is clear, head downstairs. 
In the hall at the bottom of the steps are two 


doorways.The one on the left leads to a relatively 
empty room with a large hole in the ceiling.The 
door on the right leads into the kitchen, and to the 


apartment's exit into the street. These doorways are 
directly across from one another, so be careful to 
clear both rooms before turning your back on one . 
doorway. Consider tossing a molotov or pipe bomb 
into the empty room on the left while your team 
rushes the kitchen on the right. Otherwise, clear 
both rooms simultaneously with two teammates 
storming each. But before rushing into action, draw 
out any infected and gun them down in the hallway 
to thin out the resistance. 



As you sweep the kitchen, notice the two windows 
on the opposite wall — the window on the right 
is the apartment's exit. Before racing over to the 
window, make sure this area is clear, including the 
closet to the right. Infected may also attack from 
the open window or even flank your team from 


behind by rushing down the steps. So don't get too 
cozy in here. 



Move to the window and examine the scene in the 
street below. There's a big rig parked Just beneath 
the window, which means your team can drop onto 
the rig's trailer. From there your team can safely 
drop down onto the street and rush into the hotel, 
where the safe house is located. Regroup and exit 
the apartment together. Stragglers may fall victim 
to Hunters or Smokers. 




The Holly Street Apartments 
building has a first floor that is 
accessible from the street — just 
hop off the right side of the 
trailer — but these two rooms 
are dead ends and usually 
contain no pickups. So avoid 
investigating and stay focused 
on reaching the safe house 
inside the hotel. 


THt SE&AN PAkktt> OUrstDE 
THt HOTEL }5 EaUlPPE!> WttH A 
CAP AlAPM. be PEAlL/ cAPEf UL 
WHEN EN&A&ING THE }Nf ECtE& IN 
THE StPEEt. ONE StPAV BULLET cAN 
SET Off THE AlAPM, tPIOOEPING 
A MASSIVE SWAPM ATTACK, if THIS 
OcciiPS, QUICKC/ TOSS A PIPE BOMB 
AWAV f POM youP TEAM TO AtTPAcT 
THE iNf ECTE!>. HOWEVEP, THAT 
WON'T BE ENOUGH. YOU'LL NEED 
TO f ENt> Off EVEN MOPE COMMON 
INf ECTE!> AfTEP THE PIPE BOMB 
EX'PL01>ES. WATCH f OP AtTAcKEPS 
PUSHING youP TEAM f POM THE 
STPEET, THE HOTEL, AND THE 
Apaptment's Kitchen window. 


The hotel lobby is very dark, so make sure you 
have your flashlights on as you enter. There may 
be a few infected lurking in the corners, but most 
attacks come from the street, with the infected 
chasing after your team. So keep an eye on the 
hotel's entrance while backpedaling toward the 
safe house. 


Kitchen Safe House 


Harbor View Hotet 


The hotel's first-floor kitchen serves as the safe 
house for this level — it's just past the front desk at 
the back of the lobby. Get inside and hold near the 
door, waiting for all your teammates to get inside. 
The safe house doorway has a clear view of the 
hotel's entrance, making it easy to provide covering 
fire while inside the safe house. Once everyone's 
inside, slam the door to complete the level. 


After climbing out of the apartment window, 
move along the top of the big rig's trailer toward 
the Harbor View Hotel on the opposite side of the 
street. Infected can climb up the sides of the trailer, 
so don't get too comfortable up here. Rush along 
the trailer's length or drop off one of the sides to 
access the street. 
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Safe House 


Like all safe houses, the hotel's kitchen is stocked 
with supplies. Be sure to grab a fresh first aid kit 
and some ammo from the table in the center of 
the kitchen. The only weapons on the table are an 
SMG and a pump shotgun. In this level your team 
must advance through more cramped interiors and 
across rooftops. So mix your team's load-out evenly 
by taking two SMGs and two pump shotguns. 

Before exiting the safe house, peer through the bars 
in the door and wall to scout the storage room on 
the other side for infected. Clear the area around the 
door by shooting through the bars and then push 
the door open. 


The alley outside the storage room is usually 
crawling with common infected — a few bosses may 
lurk out there as well. So don't rush into the alley. 
Instead, hold at the two sliding doors and gun down 
all visible threats. This allows your team to focus 
their fire through these narrow doorways while 
avoiding getting flanked. If the infected attacks 
increase in volume, toss a molotov in front of these 
doors to create a fiery barrier. Just watch out for 
infected foolishly dashing through the flames. Hold 
inside the storage room until the alley is clear. 


The safe house door opens into a large storage 
room at the back of the hotel. After exiting, turn left 
and scan the room for threats. The storage room 
may be empty for now, but more infected can enter 
from the alley by passing through the open sliding 
doors at the far side of the room. Have at least a 
couple of teammates watch these entry points at all 
times while other team members search the storage 
room for infected and supplies. 





After clearing this section of the alley, exit the 
storage room and turn left. The alley is divided by 
a tall chain-link fence. Fortunately, the large pile 
of dirt allows you to climb up onto a dumpster 
and hop over this obstacle. Proceed with caution; 
infected on the other side can climb over the 
fence and attack your team. Also, make sure your 
team hops over the fence together, or at least in 
pairs. Once on the other side of the fence, there's 
no way to get back across. Anyone left behind 
could get attacked by a Smoker or Hunter, and it 
would be impossible for the rest of the team to 
respond. So make this transition together. 


The fire escape leads into a bathroom on the 
fourth floor of the hotel. If you're the first inside, 
wait for your team to catch up before entering 
the adjoining room. However, watch out for 
Boomers attempting to corner your team in this 
little bathroom. A swarm attack here could really 
test your team's ability to operate in a tight space 
without shooting each other. If an attack occurs, 
don't move around. Just aim at the 
doorway and open fire. If there 
are teammates behind you, 
crouch so they have 
a better view of the 

doorway. ■" \ 


The second half of the alley is a dead end.The 
only way out is by going up the fire escape above 
the white delivery truck. Instead of climbing the 
cardboard boxes, locate the green dumpster along 
the brick wall. Hop up onto the dumpster, then 
onto the white electrical box next to the truck. 
From there you can reach the top of the truck and 
the yellow ladder leading up to the fire escape. 
Staying together through all these Jumps and 
climbs can be difficult, but it's very important.The 
fire escape dead-ends on the fourth floor outside 
the hotel. Climb through the window to reenter 
the hotel. 


HOtTL: 

FLQQf? 
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Exit the bathroom into the bedroom. There are 


usually weapon upgrades on the bed, offering your 
team a much-needed boost in firepower. The auto 
shotguns are ideal for clearing the hotel halls and 
rooms, but your team also needs some long-range 
punch and rapid fire once you get to the rooftops. 
So consider equipping two auto shotguns and two 
assault rifles. A sniper rifle can be a good substitute 
for one of the assault rifles, but don't proceed 
with any more than one — and make sure the best 
marksman on your team carries it. 



BE cAEEf UL WEEN APPEQAcEING tEE 
StAlPWAV At TEE EN& Of TEE EALL. 

A- VAPlEtV Of iNf ECtE!> BOSSES MAV 
BE WAltiNG EEPE to AMBUSE VOiiP 
tEAM, INCLUDING A TANK. CAPEf ULL/ 
SIDEStEP APOUND tEE COPNEP WEILE 

Aiming up tEE stEPS. if necessapv, 

BACKPEDAL DOWN tEE f OUPtE-fLOOP 



EALLWAV to SAf EL/ engage tEE 
tEPEAt. SEOOtiNG A BOOMEP IN tEIS 
CPAMPED space is LIKEL/ to GEt 
yoUPSELf COAtED IN BILE, tPiGGEPiNG 
A SWAPM AttAcK. TANKS cAN cOPNeP 
yOUP tEAM IN tEE StAlPWA'/ AND 
PUMMEL It PELENtLESSL/. SO IN AN'/ 
CASE, BE PEAD'/ tO PEtPEAt tO A 


After grabbing new weapons, regroup and enter the 
adjoining hallway. The hall is lined with similar hotel 
rooms, all sharing the same floor plan. All the hotel 
rooms are open, presenting a risk as you walk by. 
Stay in the hall and peek inside each room as you 
pass it, ensuring there are no infected inside. Don't 
bother performing entries at each room — there are 
rarely any supplies inside these side rooms. Also, 
don't let the side rooms draw your attention from 
the hall. If an infected attack occurs in this area, it's 
mostly likely going to originate from the stairway 
at the end of the hall. For this reason, designate at 
least one teammate to watch the end of the hall 
at all times. Systematically sweep the rooms while 
moving toward the stairs leading up to the fifth 
floor. 



SAf E DISTANCE. 



Once your team has safely made it to the fifth 
floor, turn right in the hall beyond the stairway and 
proceed to room 50. The room down the left span of 
the hall may contain supplies, so consider searching 
it before heading to room 50. On the right side of 
room 50 is an open window leading out onto a 
rooftop. Make sure everyone is together, then step 
out onto the roof. 






HEf?f?ILL 
LAW OfffCE 


RQQftOPS 
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Rooftops 


After exiting the hotel, turn left to spot a large 
crane holding a shipping container. Your team 
must activate the crane to lower the shipping 
container to create a bridge between this rooftop 
and the next. But starting up the crane triggers 
a mini-finale, with infected swarming toward the 
sound. So before interacting with the crane, make 
sure everyone is healthy and has a fresh magazine 
loaded. Also, look for two red fuel cans near the 
crane.Toss these cans along the sides of the crane, 
near the chain-link fence. Creating a wall of fire 
around the crane during the attack can keep your 
team relatively safe. 


Once your team is ready to fend off an attack, elect 
a teammate to climb into the crane and throw the 
switch to lower the container. The crane's control 
cabin can be used as a sniper perch, so select a 
teammate equipped with an assault rifle or sniper 
rifle to throw the switch.The chain-link fence 
around the crane gives your team a tremendous 
advantage during the attack. The infected can climb 
the fence, but doing so slows them down, giving 
your team ample time to gun them down. The gap 
in the fence is a critical choke point that must be 
watched at all times. Infected will come rushing 
through this entry point. Consider igniting one of 
the fuel cans at this point. But the fire won't last 
forever, so make sure at least a couple of teammates 
are watching this area throughout the attack. Once 
the crane has lowered the container into position, 
the infected attack dwindles. Still, hold this position 
for a few seconds before moving out. 
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When the attack is over, regroup and move toward 
the lowered container suspended from the crane's 
cable. Watch for infected moving across the 
container and leaping toward your team. Blast all 
incoming infected, climb the yellow ladder on the 
side of the container, and then cross over to the 
adjoining rooftop. 


KEEP AN EVE ON yOUE tEAMMAtES 
WHILE CE055IN& tHE PLANKS BETWEEN 
THE EOOfT OPS. If anyone SLIPS AND 

ends up dan(?lin& f eom the ledge, 
YOU'LL need to lend A HAND, HELPING 



YOUE teammate up. so AT EACH 
CEOSSING, TUEN AEOUND AND MAKE 
SUEE ALL YOUE TEAMMATES AEE STILL 


WITH YOU. 




Merritt Law Office 


Wooden planks connect the next set of rooftops. 
Before rushing across these rooftops, kill all visible 
infected. However, listen for a Witch. Sometimes the 
director hides a Witch on one of these rooftops. If 
you hear one wailing, turn off your flashlights to 
avoid agitating her.Try to locate her as quickly as 
possible to determine your next course of action. 
You can usually sneak past a Witch here if you're 
careful. But if she's directly in your path, you'll need 
to take her out. Distance is your best ally when 
engaging a Witch, so back up as far as possible 
before opening fire. If you're lucky, your team can 
take her out before she gets into melee range. 



At the last rooftop, turn toward the two windows 
leading into this law office. Approach the window 
on the left and open fire on any infected occupying 
this room filled with desks and computer monitors. 
The window on the right leads into a break room — 
both rooms lead to the same central hallway, so it 
really doesn't matter which room your team enters. 
Just make sure everyone sticks together once a path 
is picked. 





LAW Off ICE 


Enter the building and proceed to the central 
hallway. Enter the doorway near the Merrill Law 
Office sign and continue to the adjoining corner 
office. A few common infected may be loitering 
inside this office, so enter and clear the room 
with your team. More infected may come in 
through the window to the left of the doorway. 
This window is connected to the adjacent office 
building via a couple of wooden planks, so watch 
for infected rushing across this makeshift bridge 
between the two buildings. Once the office is 
clear, move toward the window and stop short 
of crossing the wooden planks. Instead, open fire 
on any infected in the next building, shooting 
anything that moves. Clear a path, then rush across 
the planks with your team. 


You're now on the fifth floor of another office 
building. Your team must fight its way downstairs 
to the first floor and access the street to reach 
the next safe house. After crossing the planks, 
rush forward and turn left to aim down this 
hallway. There may be several common infected 
on this floor, usually in the restrooms on the right 
side of the hall and in the supply room straight 
ahead. Hold at this corner and blast all threats. 
But watch for more infected attacking across the 
wooden planks from the Merrill Law Office. Have 
teammates cover each of these areas until any 
attacks subside. 
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AM- WEAPONS CAN PENEtPAtE f-HE 
StALL !>|V{!>EP5 }N f-HE PEStPOOMS, 
50 tAEPE'S NO NEE& tO CLEAP EACA 
StALL SiMpL SAOOt tAPOiJ(?A tAE 
DiVmEPS and WAtCA tAE LOMBfES 
SLUMP to t-HE f LOOP. 
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Before rushing down the stairs, check the side 
rooms near the stairwell for supplies, but stay alert. 
These rooms often contain infected that will attack 
as soon as the door is thrown open. Once all threats 
have been eliminated, enter these rooms and look 
for pipe bombs, molotovs, and any other pickups 
the director may have placed. 


Time to head downstairs.The stairwell is often 
occupied by a few infected, so gun them down as 
you rush down the steps. The fourth floor of the 
office is off-limits, so keep moving down the steps 
toward the third floor. The door to the third floor 
is open and your team's approach may startle the 
infected; be prepared for a stampede of zombies 
through this doorway. If a swarm attack commences, 
toss a pipe bomb or molotov through the third- 
floor doorway to prevent the stairwell from being 
completely overrun. 


Proceed to the supply room, just beyond the 
restrooms. The re may be a few more infected 
lurking about, so clear the entire room before 
dashing for the ammo and first aid cabinet. Heal 
anyone with serious inJuries.The fight in the offices 
downstairs can get rough, so it's best if everyone is 
at full health before moving out. Share first aid kits 
and pills as necessary until everyone's health bar is 
in the green zone. 











ryff fCE BlilLi>lNG 
3f?D FLOOf? 


'At*T!ON 


If A svVAf M AttAcK 15 tflG&ff f !> 

Wf iLf yoa'f E MQVIMG tAfOUGH tf iS 

Off }CE, t-Hf iNf f crEi> VVILL LIKE C/ 
POiif out Of TEE StAtf WELLS 
ON tfE OPPOSitE SIDES Of tfE 
POOM. GO back to BACK Witf yOiiP 

teammates and tapget tee two 
staipwell DOOPWA'ys. it's easiest 

TO STOP T-HE ATTACK AT T-HESE TWO 
CHOKE POINTS than to let THE 
Off ICE GET OVEPPUN B'y iNf ECTED. 
TOSSING MOLOTOVS AT EACH DOOPWA'y 
CAN HELP BLOCK THESE CPiTicAL 
ENTPy POINTS. 


Enter the third-floor office and turn left, moving 
along the room's outer wall. The center of this 
floor is filled with cubicles, making it tough to spot 
the infected. The low light conditions don't help 
matters, so make sure everyone has a flashlight 
turned on — unless you hear the wailing of a 
Witch. Look for the green exit sign on the far 
side of the room. This marks the entrance to the 
next stairwell. Keep an eye on this exit sign while 
navigating through this maze of cubicles. And 
don't bother checking the side rooms.They're 
usually empty except for a few infected. 
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Descend the next stairwell to the second floor. 
Expect to encounter more infected down here. Hold 
at the top of the steps for a few seconds and shoot 
anything that moves. The gunfire may trigger more 
infected to the bottom of the steps, but your team 
has enough firepower to deal with them. 




The layout of the second floor is nearly identical to 
that of the third floor; it's filled with the same type 
of cubicles. Work your way along the side aisles as 
much as possible to avoid getting bogged down 
by the cubicles in the center. A green exit sign on 
the far side of the room marks the location of the 
next stairwell. Rush through this floor as quickly as 
possible, but stay together. Attacks by Smokers and 
Hunters can separate your team, so stay within line 
of sight of everyone so you can offer support. Get to 
the stairwell as quickly as possible and rush down to 
' • tlje first floor. 


The stairwell leads to this lobby on the first floor of 
the office building. Blast any lurking zombies, then 
turn your attention to the exits.Two paths lead out 
to the street.The doorway on the left heads directly 
out to the street, while the one down the hallway 
leads into an alley, which eventually leads to the 
street.The alley is a longer route, and it doesn't 
get your team any closer to the safe house, so exit 
through the door on the left and make sure the rest 
of the team follows suit. 




If you choose to move through the alley 
behind the office building, watch out 
for infected hiding around the corners 
and in side rooms. Make sure your team 
sticks together in this narrow passage; 
otherwise, it's easy for stragglers to fall 
victim to Smokers, Hunters, and common 
infected.The alley empties out onto the 
street near a car equipped with an alarm. 
Be careful not to bump or shoot the car 
while exiting the alley. 


Race down the street toward this self storage 
business — the safe house is inside. If you're not 
being chased down by swarms of infected, take 
a few seconds to check out the side rooms inside 
the building before entering the safe house — you 
may find some pipe bombs and molotovs inside 
these rooms. Once you've finished scavenging 
for items, race into the safe house and shut the 
door before 
the director 
spawns 


Strddt 


Regardless of how your team reaches the street, 
be ready to engage more infected on your way to 
the self storage business. Be particularly careful 
around the car with the alarm. Infected may climb 
over the car in an attempt to attack your team, so 
be careful when targeting any threats near the 
vehicle, otherwise you'll trigger a swarm attack 
with infected attacking from all directions. If this 
occurs, go back to back with your teammates and 
open fire on all approaching threats. Just be sure 
not to shoot the car again once the alarm resets. 
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When your team is ready to move out, open 
the safe house door but don't walk through it. 

The alley beyond the safe house splits in two 
directions — left and right. If you rush outside, your 
team could be attacked from both directions. 
Instead, open fire on the infected in the alley 
to draw them to the safe house door. From this 
position your team can clear most of the infected 
in the immediate area without worrying about 
getting flanked. 


Safe House 


Stashed among the boxes and crates inside this 
self storage safe house are some first aid kits, 
weapons,and ammo. If you still have your assault 
rifles, sniper rifles, and auto shotguns from the 
previous level, don't bother grabbing an SMG or 
pump shotgun — they're both downgrades. Still, 
take quick stock of everyone's health and consider 
using those fresh first aid kits to heal up before 
heading outside. 
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As the alley turns into the construction 
zone, watch for infected on the 
scaffolding lining the right side of 
the alley. If you're not careful, they can 
drop down on your team. Hunters and 
Smokers are particularly dangerous 
when attacking from these upper 
levels. So keep watch on this area while 
approaching the construction zone. 
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This area is relatively open, but infected can lurk in 
every little corner, as well as on the uncompleted 
structures. So stay together and maintain a 
complete 360-degree coverage while moving 
through this area. Locate the large red water tower 
straight ahead and move toward the ladder next 
to it. 


The ladder by the water tower leads up to a small 
platform. Given the presence of a sleeping bag, 
it looks like someone was camping here. There 
are usually some supplies near the sleeping bag, 
such as pipe bombs, molotovs, and a pistol. This 
platform connects to the larger concrete structure 
via a scaffolding and some wooden planks. 


From the second floor of the concrete structure, 
locate the wooden barricade in the alley ahead. 
There's a fuel can right next to it. Blast the fuel 
can to burn down the barricade. The fire triggers 
a large swarm attack, with infected rushing your 
elevated position from the ground, but your 
team should be relatively safe here — ^just don't 
fall down. Maintain complete coverage of the 
concrete structure during the assault, as the 
infected can climb up to your perch and attack 
from any angle. There are usually some extra fuel 
cans lying around.Toss them onto the ground 
around the building and ignite them. Creating a 
wall of fire at the base of the structure provides 
even more protection for your team. 


Following the attack, drop back down into the 
construction zone and turn down the alley where 
the wooden barricade once stood. Although the 
attack has subsided, watch out for more infected 
lurking around, including bosses like Boomers. 
Keep your team together and engage these 
threats as they're encountered. Just beyond the 
scorched remains of the barricade a couple of 
side rooms flank the alleyway. These rooms may 
contain supplies, such as first aid kits, pipe bombs, 
and molotovs, so take a few seconds to check 
them out. 
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Farther down the alley is a stash of ammo, sitting on 
the ground in the corner. Be careful when rounding 
the corner; infected may be waiting to ambush your 
team at this point. So carefully sidestep around 
the corner. If a large-scale attack is triggered, toss 
a molotov to incinerate the incoming horde. Don't 
forget the alleyway behind you. Once the area is 
clear, make sure everyone gets a chance to dip a 
hand into the ammo pile. 


WHILE ADVAMCING tHE 

SUBStAtlON, AVOID MOVING BETWEEN 
THE TEANSf 0EMEE5. THEBE'S NO 
NEED TO WOBBV ABOUT ELECTBICAL 
SHOCK; HOWEVEB, THESE CBAMPED 
SPACES ABE POPULAB AMBUSH POINTS 
FOB BOSSES, PABTICULABU^ BOOMEBS 
AND TANKS. MOVING abound THE 
TBANSf OBMEBS and OTHEB EQUIPMENT 
GIVES yOUB TEAM SLIGHTLV MOBE 
BESPONSE time AND BANGE TO DEAL 
WITH THESE THBEATS. 


Eldctricat Substation 


The alley empties into a street across from a large 
electrical substation — the airport's control tower 
can be seen to the right, so your team must be 
close. Both ends of the street are either damaged 
or blocked.That means the only way to the airport 
is through the substation. Before dashing across 
the street, clear out any infected within sight — 
especially bosses. Listen for the burping sounds 
of a nearby Boomer and try to draw him out into 
the open. Encountering a Boomer while moving 
among the substation's transformers can be deadly, 
resulting in a chaotic swarm attack. 


Stay together while weaving around the sets of 
transformers. Once past the second set, turn right 
and approach the main building — this is the way 
out. But stay alert. More infected are probably 
lurking nearby. Given the number of obstacles 
lining this path, they can be tough to see. Your best 
defense is to stay close to your teammates and 
respond as soon as an attack is launched. 





/« 


From the break room, turn left and approach 
the desk at the end of the passage. This table 
may hold some weapon upgrades, so consider 
swapping out your weapons. Still, it's best to 
maintain a balance of two auto shotguns and two 
assault rifles. While picking out new weapons, 
be sure to watch the adjoining entry points for 
infected attackers hoping to get the Jump on your 
team. 


Enter the building, passing beneath this red 
sliding door. The room beyond contains a forklift 
and several white storage tanks. There may be a 
few infected hanging around here, too, so don't 
hesitate to paint those white tanks with splotches 
of red. Next to the tank room is a small break 
room — rush inside and shut both doors. This 
room may contain some common infected, so 
blast them before dashing for the supplies. This 
room holds ammo, a first aid cabinet, and, in some 
instances, weapon upgrades, molotovs, and pipe 
bombs. But don't let your guard down. Zombies 
can still attack from either doorway, so stay on 
your toes and listen for rotten fists banging on 
the closed doors. If necessary, use the supplies 
in the first aid cabinet to heal before moving out 
through the door next to the large window. 



Move into the adjoining locker room next. 
Carefully sweep the room for threats, including the 
two small restrooms. An open doorway and a hole 
in the wall both lead to the airport. It's a complete 
mess outside. The wreckage of a jet plane is 
scattered across the street in front of Terminal A. 

To make matters worse, several infected wander 
around the wreckage. So take a second to reload 
your weapons and heal anyone who needs it.The 
trek into the airport can be frantic and you can't 
afford to have team members lagging behind due 
to low health. 
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AEVEl B 


PAEkiMG GAEAGE 
LEVEL A 




T _ /o 


Exit the locker room and race directly up the large 
mound of earth in the middle of the street. There's 
no telling how many infected may be waiting on 
the other side, so stay together and be prepared to 
make a stand on top of this hill. But don't loiter here 
too long. Neutralize any threats, then proceed to 
the sidewalk in front of Terminal A. In the event of 
a swarm attack, consider backtracking to the locker 
room and holding out there until the horde is j 
defeated. I 


caption 

LIStEN cAEEf ULC/ fOk tHE WAIUN0 
Of A WItCf SOMEVVf EEE 0 iit 5 lt>E 
TEEMtNAL A. TEE ^lEECtOE 
SOMEtiMES PLACES A WItCE IN TEE 
MI&&LE Of TEE StPEEt NEAP TEE 
plane Wreckage Ok in f eont Of 
TEE PAEKlNG GAEAGE. SO if VOti 
EEAE ANV weeping, SEiit Off VOUE 
f LASELlGEtS AND fEV TO UNcOVEE EEE 

exact location. PEPENDING on eee 
placement, VOUE TEAM SEOULP BE 
ABLE TO MANEiiVEE AEOiiNp EEE. if 
NOT, ATTACK AT LONG EANGE ANp PEOP 
EEE EAST. 
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When you reach the sidewalk outside Terminal A, 
turn left and follow the path toward the skybridge 
connecting the parking garage to the terminal's 
upper level — this is the only way inside. Piles of 
luggage line the sidewalk, providing excellent 
W ^. hiding spots for the infected. So stay together 
I'lQ J ^ \ and peek behind each pile of luggage as you 
I pass to avoid getting blindsided. Stay in 
contact with your team while moving 
% " along this sidewalk and quickly 
h ^ backtrack if anyone is attacked 

F ™ \ i by a Hunter or Smoker. 









yOUf? fALLEN fEtEND AN& &0N't LET 
HfM Ok Htk Gtt SUEEQUMDED EV 
COMMON iNf ECtEt). iN tHE MEANtiME, 
WAtCA out f OE iNcOMtNO BOOMEE5, 
HUNtEES, and SMOKEES LOORiNG tO 
tAKE ADVANtA&E Of tAE CHAOS. 
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As you near the police car at the end of the 
sidewalk, turn left to locate the parking garage's 
entrance. Be careful; the red car parked outside 
the garage is equipped with a car alarm. Keep your 
distance from the vehicle to avoid accidentally 
bumping it. Most importantly, avoid shooting it 
when engaging infected (or a Witch) in this area. 
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CAOTion 


SlMULtANEOUSU' SEtt‘lR& Off 
THE cAE ALAEM AN& StAEtUN^ A 
WItCH COULD SPELL DOOM f OE VOUE 
TEAM. IN tHE EVENT Of SUCH A 
cAtAstEOPHIC SCEEVVUP, tAE&Et 


After entering the garage, rush to the back of 
the structure and turn right. You need to reach 
the stairwell on level B to access the skybridge 
crossing over into the terminal. Follow the 
Additional Parking signs to locate the ramp 
leading up to the second level. This area is often 
frequented by infected bosses, so stay alert and be 
prepared to support each other while making the 
transition to level B. 




the WitCH f lESt. OtHEEWiSE SHE'LL 
slash one Of VOUE tEAMMAtES 
to DEATH. ONCE THE WtfCH IS 
dead, DON'T BOTHEE HELPING VOUE 

incapacitated teammate up until 

THE EUSHIN& HOEDE IS DEf EATED. 

even while incapacitated, VOUE 
teammate can still f iee a pistol 

IN DEf ENSE. STILL, LOOK AfTEE 


At the top of the ramp in level B,turn right and 
look for the Airport Skybridge signs — follow the 
arrows to the stairwell. There are usually several 
common infected on this level, mixed in with a 
few bosses. Strafe left to right to scan the area by 
the stairwell and engage as many visible targets as 
possible at long range.The gunfire may draw more 
infected out of cover, but it's better to engage 
them now than to have one bite into your neck as 
you rush past a car or pillar. 
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be sure to take them out before turning your back 
on them — tossing a molotov into the bottom of 
the stairwell is a quick way to eliminate the threat. 
Once the stairwell is clear, head upstairs to level 
C, but don't reenter the parking garage. Instead, 
turn left to access the skybridge.There may be a 
few infected wandering on the skybridge,so mow 
them down before crossing. Also, scan the far end 
of the skybridge for infected bosses.There may be 
a Smoker, Hunter, or Boomer loitering near the safe 
house entrance, eager to initiate one last attack on 
your team. Use assault rifles or sniper rifles for long- 
range annihilation. 

Terminat Safe House 





In- 



cautiously enter the stairwell on level B and scan 


the interior for threats.The stairs lead up and down 
from this point, so don't forget to check the steps 
leading down. Sometimes there's a small group of 
infected gathered at the bottom of the steps, so 


Once the path is clear, race across the skybridge 
with your team and enter Terminal A on the other 
side. The safe house door is on the left side of the 
passage beyond the skybridge. Although there 
may be infected chasing after your team, suppress 
the urge to engage them as they race across the 
skybridge. Get inside the safe house as quickly as 
possible and slam the door shut before they can 
advance to melee range. You've finally made it 
to the airport. But you still have a long way to go 
before your team can book a ticket out of here. . . 
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Given the situation outside the terminal, it appears 
the airport has been overrun. But it's a very large 
facility and evacs may still be underway, at least 
for the next few minutes. Your team must race 
through the terminal and reach the tarmac to 
search for any signs of rescue. Before rushing out 
of the safe house, stock up on supplies. An even 
mix of assault rifles and auto shotguns is well 
suited for the fight ahead. A sniper rifle can also 
come in handy when clearing some of the larger 
areas, but don't take more than one. Be sure to 
grab a first aid kit, too, and use it now if necessary. 


Before opening the safe house door, peer through 
the bars and engage any infected visible on the 
other side. After clearing out the area on the other 
side of the door, open it and engage any other 
threats that rush toward the safe house. Attacks 
can come from the left or right side of the door, 
so it's best to hold inside the safe house and let 
the infected come to you. That way you don't get 
flanked. 



The safe house door opens onto an upper-level 
f promenade above the baggage claim area. Don't 
waste your ammo by firing at the zombies on 
the lower level near the luggage carousels — the 
director will only spawn more. Instead, focus 
on the infected wandering around this 
walkway. Quickly move along this L-shaped 
passage and look for pickups scattered 
about.The walkway is blocked by a chunk of 
collapsed roof, detouring your team through 
the nearby conference center. 
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Sanodeford 
Conference Center 


MAtN f^ALLWAV IN THE 
conference center is SOMEtlMES 
BLOCKED BV A WitCA. iN SOME 
INSTANCES yOUR TEAM MAV BE ABLE 

TO sneak around ter via the side 

ROOMS. JUST BE SURE TO SHUT Off 
yoUR FLAstLIOTTS if AtTEMPflNO 
SUCT A maneuver. A-T otter TIMES 
youR TEAM tAS no CTOICE BUT TO 
CONFRONT TTE WITCT TEAD"0N. 
BEFORE engaging TER, ASSUME A 
FIRING LINE AS FAR BACK FROM TTE 
WITCT As POSSIBLE, ENSURING EVERy 

team member tas a clear STOT. 
TTEN initiate a voice countdown, 
so EVERyONE FIRES AT TTE SAME 
TIMEDIF a MOLOTOV IS AVAILABLE, 
CONSIDER starting TTE ATtAcK B'y 
LIGTTING TER ON FIRE. KEEP STOOTING 
UNTIL TTE WITCT IS DEAD. If STE GET: 
TOO CLOSE, BACKPEDAL WTILE FIRING 
UNTIL STE'S DOWN. ALL IT TAKES IS 
ONE SWIPE FROM TER CLAWED TAND 
TO INCAPACITATE A TEAMMATE, SO DO 
yoUR BEST TO KEEP yoUR DISTANCED 
easier said ttan done in TTIS 
cramped tallwat 


Ensure your team is together before entering the 
conference center. The main hall is lined with side 
rooms, each a potential ambush site for the infected, 
Stay out of these side rooms and stick to the main 
hall. However, be sure to stop long enough to peek 
into each room and blast any threats.There may 
be some useful pickups;just make sure a room is 
clear before rushing inside to grab supplies. As you 
approach the first turn in the hall to the left, be 
prepared for infected rushing around the corner. 





M&AOt CLAIM 


tUGGA&E 

COMEYOf? 

sVstEM^ 


Continue advancing along the main hall, quickly 
sweeping the side rooms for threats and supplies. 
The main hall leads back out to the promenade 
above the baggage claim area. As you exit, close 
the double doors behind you. This won't prevent 
infected from attacking your team from behind, 
but it helps delay the attack. As you advance to the 
escalator leading down to the baggage claim area, 
keep an eye on these doors. If you see infected 
trying to break through, open fire while they're 
trapped in this narrow choke point. 


Now that your team is ready to move through the 
baggage claim area below, take a few seconds to 
clear the floor from the promenade. There could 
be a stash of weapons on some crates near the 
escalator. If so, have most of your team switch to 
assault rifles. For the next sequence your team 
will need the range and rapid fire offered by these 
weapons. But keep one auto shotgun to help deal 
with close-quarter threats. 


Baggage Claim 


Although the baggage claim area is now 
accessible, the ticketing/check-in area beyond is 
blocked by a chain-link fence. At the bottom of 
the escalator a van has partially crashed through 
the terminal entrance. Elect one team member to 
go down the escalator and interact with the van. 
Doing so causes it to start up and crash through 
the chain-link fence.The rest of the team should 
remain on the upper-level promenade near the 
top of the escalator. Starting the van triggers a 
large-scale infected attack, and the upper level 
is the best defensive position. Whoever is tasked 
with starting the van should rush down the 
escalator, interact with the van's steering wheel, 
and then immediately dash back up the escalator 
to rejoin the team before the infected attack 
commences. So make sure everyone is in position 
and set the plan in motion. 
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Once the baggage claim area is relatively clear, 
head downstairs.The van has crashed through the 
gate in front of the ticketing/check-in area. Before 
advancing to this new area, check around the 
baggage claim for supplies.There are usually some 
pickups on the counter near the breached fence. 
However, don't split up while scouring the entire 
ground floor and restrooms for supplies. Hunters 
and Smokers may still lurk in the dark corners on 
this floor, so stay together and within each other's 
line of sight at all times. 


While you're on the promenade above the baggage 
claim, there are only two paths the infected can take 
to reach your team. The closest entry point is the 
conference center's double doors — the same ones 
you closed earlier. Assign a couple of teammates 
to watch this doorway at all times. Large swarms 
of infected will come dashing out of this hallway, 
so answer back with auto shotgun and assault rifle 
fire.The other two teammates should cover the 
escalator. However, before the infected reach the 
escalator, they must dash across the baggage claim 
floor, making them vulnerable to long-range attacks. 
The teammates defending the escalator should be 
armed with assault rifles to deal with both long- 
range and close-range attacks. By covering these 
two critical choke points, your team can withstand 
the assault. But before heading downstairs, heal 
up and balance your weapon load-out, taking two 
assault rifles and two auto shotguns. 


Ticketin9/Check-ln 


Pass through the breached fence to enter the short 
hall leading to the ticketing/check-in area. On 
the left side of the hall is the currency exchange 
counter — watch for infected hiding in this alcove 
as you pass by.Turn left at the next corner to spot 
the Vector Airlines ticket counter. There are likely 
even more common infected here. Open fire on 
all threats quickly, preferably before they crawl 
over the counter. Most attacks originate from the 
luggage conveyor system behind the ticket counter, 
but there may be other undead hiding in the dark 
corners of this large room. So sweep the room 
carefully. 





C-hVT\OH\ 


THHffH'S A chance tHE DtEECtOE 
MAV SPAWN A TANK As VOiiP TEAM 
neaps the tJCKEt cQiiNtEP. if tHtS 
QCCUPS, BACKPEDAL and open f {PE. 
THIS APEA BENEf Its VOliP TEAM 
MOPE THAN THE TANK AS LQN(? AS 
you MOVE IN THE Pi&Ht DiPECtfON. 
BAcKPE&AL IN THE &IPECTION Of THE 
BAG&A&E CLAIM APEA. THIS GIVES 
you PLENty Of POOM to MANEUVEP, 
ALLOWING you to tAKE DOWN tHE 
TANK BEf OPE HE cAN LAND A StPiKE. 

mt HE MAy Stop and pick up a 

CHUNK Of cONcPEtE, SO BE PEAD'y tO 
SIDEStEP out Of tHE WAiL 


by common infected, so open fire as soon as 
threats come into view, particularly around the 
corner. But infected can also attack your team from 
behind, entering from behind the ticket counter. 
So move out quickly to avoid getting flanked. 



* 
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When you reach this long room filled with 
conveyor belts, transfer over to the central 
catwalk. Although the conveyor system isn't 
functional, the catwalk makes navigating through 
this room easier; you don't have to jump over 
obstacles, which helps keep your team together. 
This allows your team to focus on moving ahead 
while shooting zombies. Be careful when moving 
past conveyors belts above the catwalk. Infected 
lurking above (including Hunters) may leap down 
and attack your team. Infected may also attack 
from behind, approaching from the ticket counter, 
so make sure one teammate is watching your ^ 
backs at all times during this advance. 


Luggage Conveyor System 


Now your team must navigate through the maze- 
like luggage conveyor system behind the ticket 
counter. Duck in through one of the entrances and 
immediately turn left.This area is often frequented 


Follow the catwalk to the room's exit, at the 
bottom of these steps. Hold at this position for a 
few seconds and watch for infected approaching 
through the open doorway ahead. Infected 
spawning in the security area ahead may come 
rushing through this doorway. Holding at the 
top of the steps gives your team optimal range 
to neutralize the threats as they rush through. 
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Also, listen carefully for bosses like Boomers. One 
may be loitering at the bottom of the steps waiting 
to douse your team in bile. When the area is clear, 
barge down the steps and exit through the open 
doorway straight ahead to enter the security 
checkpoint. There are some side rooms on the lower 
floor of the conveyor system room, but don't bother 
searching them. The longer your team stays in here, 
the greater the risk of a large-scale swarm attack. 


Security 


Cautiously make your way to the security 
checkpoint. Although some areas of the airport 
are without power, the metal detectors at the 
security checkpoint are still active. If any of your 
teammates walk through one, it will sound an alarm, 
accompanied by a bright flashing red light. The 
result is like setting off a car alarm — infected will 
swarm around your team from all directions. If this 
occurs, go back to back with your teammates to 
cover all angles and prevent friendly fire incidents. 
Most infected will rush toward the security 
checkpoint from the adjoining foyer or through 
the conveyor system. Try to locate the source of 
the attacks and focus your fire on these key areas, 
eliminating as many infected as possible before 
they can surround you. But the best defense against 
a swarm attack is to avoid triggering one in the first 
place, so play close attention while moving through 
the security checkpoint, and make sure no one 
passes through a metal detector. 


Upon exiting the conveyor system room, shut the 
doors behind you and sidestep left into this dark 
corner while aiming to the right. Fire through the 
slats in the metal fence to engage the common 
infected around the security checkpoint. They may 
attempt to climb over the fence to get at your team, 
so drop them before they can leap in your direction 
More infected may circle around the fence, racing 
past the piles of luggage to flank your team from 
the side. So watch these two areas and hold here 
until the attacks subside. 



The foyer is flanked by a restaurant, a duty-free 


Just beyond the security checkpoint is a massive store, and a restroom. While these areas may 

(and heavily damaged) foyer. Rush to the Atlas- "°"tain some useful supplies, sweeping them for 

like statue at the center of the foyer to grab some 9 °°dies prolongs your team's exposure in the 
ammo. Sometimes weapon upgrades are placed foyer, and thus to attacks from above. You're better 
here too, as well as molotovs or pipe bombs. up the escalator (by the restroom) and 

However, this is hardly the place to take a break. a move for the safe house at gate B2. 


Infected still surround this large room and can 
attack from any direction, including through holes 
in the ceiling. So grab some ammo and anything 
else here, and move out. 


C-hVTiGH 



CONStANtlj' vVAtCH f OF? AttAcKS 
f f?QM ABOVE WfULE MOVING 
tAE f OVEB. A SMOKEB OM IMt kOOf 
CAN AttAcK tAB-0U(?A HOLES (N tHE 
CEILING, cONStElCtiNG tEAMMAtES 
VVltH Its tONGUE. HiiNtEf^S cAN 
ALSO leap down f pom tHESE HIGH 
POINTS AND PIN teammates. SO 
MOVE THROUGH THIS APEA aiilcKLV, 

‘ SiiT STAV in visual CONTACT WITH 
yoiip teammates while doing so to 
O ff EP SUPPOPT As NEEDED. 
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At the top of the escalator turn left and advance 
down this corridor toward gates B1 and B2. Expect 
heavy resistance from the infected along this 
path, advancing from the B gates as well as up the 
escalator behind you. If necessary, stop and cover 
these two avenues of attack, with two teammates 
blasting zombies rushing up the escalator while 
the other two teammates cover the corridor ahead. 
When it's time to move out, stay on the right side 
of this passage to avoid getting snared or pounced 
by Smokers or Hunters attacking through the 
large hole in the foyer's ceiling. 


Most of the common infected hanging around 
the gates are idle. But as your team draws near, 
they will attack, so don't take any chances. Shoot 
every infected you encounter in this area, whether 
they look threatening or not. Infected flank 
both sides of the corridor here, sitting or 
standing near the large windows on the 
f \ right or loitering in the bar, shop, and 

smoking lounge on the left. So be 
sure to sweep both sides of the 
1 > corridor as you advance to 






JetWay Safe House 


'AVjtOH 


The safe house is located at gate B2, inside the 
jetway. Rush inside and wait for your team to 
enter before shutting the door. If necessary, hold 
at the doorway and provide covering fire while 
your teammates dash inside. Your team is only 
steps away from the tarmac, but it's still uncertain 
what they'll find once they step outside. Given the 
state of the terminal, the prospects of a rescue are 
looking slim. 


THH BAk, SHOP, and SMOKlMf? L0UN(?E 
ON THE LEft StDE Of THE COPEl&OE 
APE PEEf ECt HtDtNG SPOTS f OE 
iNf ECtEt> BOSSES. SO DON'T TUEN A 
BLIND EVE TO THESE AEEAS AS VOli 
PASS BV. HUNTEES, SMOKEES, AND 
EOOMEES AEE LIKEL}' waiting to 
ambush yoUE TEAM As VOli EACE 
TO THE SAFE HOUSE. CONSIDEE '4 

Avoiding these aeeAs altogethe * 

BV MOVING THEOUGH THE SEATS BV j 
THE GATE 


S. WHILE THESE SIDE EO 
MAV contain some supplies, IT'S 
WOETH THE ElSk WHEN VOU'EE Sv 
CLOSE TO THE SAf E HOUSE. 
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Runway Finale 


Level Map 


Safe House 



The airport's tarmac and runways are just outside 


this makeshift safe house, but before searching 
for rescue, stock up on supplies and heal. It's okay 
to use the first aid kits immediately, especially 
if anyone's health is in the orange or red range. 



because more first aid kits await your team at the 
tanker truck outside. As for weapons, take three 
assault rifles and one auto shotgun or two assault 
rifles, one sniper rifle, and one auto shotgun. The 
assault rifles and sniper rifle are very effective at 
long range, and there are many opportunities 
outside to engage targets at long distance. Once 
everyone is geared up, open the safe house door at 
the far end of the Jetway and step outside. 







Tarmac 


But this jet isn't the first to crash here, as witnessed 
during your trek through the terminal. The tarmac 
is littered with even more aircraft wreckage, 
creating a dangerous obstacle course. However, off 
in the distance is a C-1 30 cargo plane that looks 
intact. Is this the same plane your team saw earlier 
at the greenhouse? If so, it could be your ticket out 
of here. Make note of its location while standing 
atop the jetway and then formulate a quick game 
plan to get there as quickly as possible. Also, fire 
down on any infected before dropping onto the 
tarmac. 


As you exit the safe house and approach the end 
of the jetway, a plane can be seen approaching in 
the distance — but something is wrong. First the 
left wing dips and smashes into the ground. Then 
the nose plunges into the tarmac, causing the 
aircraft to erupt in a fiery explosion that shakes 
the ground. Stay on the jetway as the fiery wreck 
comes to a stop only a few meters 
away, but don't let the crash ^ 

distract you from infected ' 

trying to attack your 
team. It's unclear what 
caused the plane 
to crash, but it's ' 

safe to speculate ^ 
the crew 

were overrun by ^ 

infected. 


V When it's time to move out, drop to the tarmac 
simultaneously as a team. If someone is 
attacked and incapacitated on the jetway, 
there's no way to get back up to help. Stay 
^ itL together once you reach the tarmac and 
* y be prepared to put down all the infected 
' y that swarm to your team's position. 
Quickly sweep the area beneath the 
jetway — there are usually a few infected down 
here that you couldn't see from above. 
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Tanker Truck 


Once the area around the jetway is clear, turn 
toward the broken-up aircraft at gate B1 . Advance 
through the gap between the nose and fuselage, 
passing directly beneath the B1 Jetway.This area 
is dark, so turn on your flashlights and watch for 
infected hiding amid the wreckage. You can also 
score some long-range kills from this position, 
targeting shambling silhouettes in the distance. 


Move to the tanker truck near the plane and locate 
the corpse lying next to the large hose protruding 
from the side of the vehicle — it looks like the last 
person to take on this challenge wasn't successful. 
Interact with the radio resting on the corpse's torso. 
The pilot tells you to start up the pump on the 
tanker truck to fuel up the plane. But he warns you 
that the pump will make a lot of noise, attracting 
the infected and requiring your team to fend off a 
large attack while the plane refuels. 


Finale Preparation 


The C-1 30 cargo plane is parked Just beyond the 
B1 jetway.Turn left and navigate around the large 
crater in the tarmac to reach it. As you near the 
plane a voice can be heard 
echoing over a radio: 

"Gas me up and I'll get i ^ 

you out of here." Why " ' ^"111 

does there always have 

to be a catch? At least V 

you've found a way to I . 

escape. Now comes the ' 

hard part. 


Before starting up the pump on the tanker truck, 
take a few seconds to prepare for the incoming 
attack. Start by resupplying and healing.There are 
weapons, ammo, and first aid kits on the crates near 
the tanker truck. When choosing weapons for the 
, finale, go with a mix of assault rifles and auto 
shotguns. Most of the combat takes place at 
W close to intermediate range. The sniper rifle 
* I isn't well suited for such frantic encounters, so 
/ avoid equipping it unless you have an expert 
/ marksman on your team. Even then, the rifle 
/ fires and reloads so slowly that it may be more 
of a liability than an asset. In addition to 
the standard weapon upgrades, there's 
'N usually a stash of molotovs and pipe 
^ \ bombs near the tanker truck as well. 





When your team is ready to fend off the attack, 
move to the side of the truck and interact with 
the pump. This starts the pump and begins the 
flow of fuel into the cargo plane. But it also alerts 
the infected, prompting a series of eerie cries and 
growls echoing in the distance. Move into position 
and get ready for the assault. 


Next, note the mini gun near the tanker truck. It's 
positioned on the edge of the large crater. This 
weapon is ideal for covering the area on the far 
side of the crater, but the gunner can be easily 
flanked from the sides and rear. If you plan to use 
this weapon, discuss a plan to keep the gunner 
safe. Also, test out the weapon's firing arc to see 
which areas it can cover and which areas it can't. 


Usually a few red fuel cans lie scattered by the 
tanker truck. When ignited, these cans produce a 
large wall of fire that can help your team defend 
the tanker truck during the attack. Drop one near 
the front of the truck to create a fiery barrier near 
the mini gun. Toss another one on the far side 
of the crater or along the back side of the truck. 
Make sure everyone on your team knows where 
these fuel cans are placed so they can target them 
during the attack for optimal impact. 


The mini gun can be very effective early on during 
the attack, so have one teammate settle in behind r- 
it while everyone else stands guard.The weapon 
has a high rate of fire ideal for mowing down large 
swarms near the large crater, but it can't swing too I 
far to the left or right. So the gunner should be I 

ready to disengage once the attack has shifted to I 

a different direction, outside the mini gun's limited I 
firing arc. Don't expect to sit behind the gun for 
the duration of the finale, because you won't last I 


long. 



www.primagames.com 


Survival ^ The Survivors I Weapons ■ NolS/lercy I Death Toll Blood I Achievements 

Basics H and Infected I & Supplies I I Harvest I 



When guarding the mini gunner, stay nearby 
covering the front and rear sides of the truck. The 
front of the truck is a particularly critical area that 
must be watched at all times. Otherwise infected 
have a direct path to the gunner's back. The infected 
won't just run around the truck — they'll climb over 
the top of it and attack your team from above. So 
don't forget to look up. 


During the attack, expect at least one attack by a 
Tank. Unfortunately, Tanks usually approach from 
behind the truck, so the mini gun isn't of any use. 

In fact, if you hear the Tank's thundering footsteps 
while manning the mini gun, immediately disengage 
because he's probably sneaking up behind you. 

Once you've spotted the Tank, he's relatively easy to 
get away from, but it means running away from the 
relative safety of the tanker truck. If you're not careful, 
your team can disperse in all directions, making 
stragglers easy targets for lurking Hunters and 
Smokers. So when you flee, flee together, escaping in 
the same relative direction while peppering the Tank 
with automatic and shotgun fire. After the attack, 
return to the tanker truck and resume your defense, 
healing and stocking up on ammo as necessary. 




CQNStANtC/ Bt ON VVAtCH f OR 
SMQKEf^S. If yoii'ff NOT cAfff iiu A 
SMOKE f CAN AG A tEAMMAtf Off 
to A KEMOtE LOcAtlON AND PUMMEL 
tts vjcttM to DEAtt vvitt ttE Aid 
O f COMMON iNf ECtED Of A HUNtEf . 
PiifiNG tfE CONf USiON Of tfE f iGft. 
VOUf tEAM MAV NOt NOtICE SOMEONE 
IS MISSING liNtlL It'S too lAtE. THIS |l 
WAV COMMUNlcAtlON IS SO iMpOftANt 
DUPING tfIS f INALE. SO If VOU'PE 
AttAcKED BV A SMOKEf (Of HUNtEf ), 
It'S yOiif fESPONSlBlLlty to SfOUt 
to yOiif tEAMMAtES f Of HELP. 

THIS MAy BE tHE ONLL WA'/ tO GEt 
tHEIf Att’ENtlON. AND DON't WAlt 


Don't forget to blast the fuel cans you scattered 
earlier. But make sure they're ignited at the right 
time, preferably as a large group of infected passes 
nearby.Torching an entire swarm with a large wall 
of fire isn't just rewarding to watch; it gives your 
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LONG to Ask f Of "help, the LONGEf 
you GO VVltHOUt ASSIStANcE, tHE 
MOfE HEALtH yOU'LL LOSE. AND If 
ANyONE DIES, tHE tEAM'S CHANCE Of 
SUf VIVING Df OPS SiGNlf ICANtUL 



If you NEE!> to HEAL, tELL VOUE 
TEAM SO tfEV CAN HELP PEOtECt 
you. WpILE PEAL{N(? yOU'EE tOtALU^ 
VULNEEABLE to ALL AttAcKs, SO 
you NEEP At LEASt ONE tEAMMAtE 
to VVAtCp yoUE BACK PUEtNO tPE 
FEW SECONDS it tAKES tO AFFV)' 

bandages, foe tPiS eeAson, no 

MOEE tPAN ONE tEAM MEMBEE 
SHOULP HEAL At A tiME. YOU'LL NEED 
At LEASt tHEEE GUNS FiEiNG At ALL 
tiMES to HOLD BACK tHE HOEDE. 


When the aircraft has completely refueled, one 
of the survivors will say it's time to board. Shortly 
after, the pilot starts the engines and lowers the 
cargo ramp at the back of the plane so your team 
can enter. This is your cue to rush aboard. Keep an 
eye on your team and make sure someone isn't 
grabbed by a Smoker or pinned by a Hunter while 
racing toward the plane. If this occurs, stage a 
quick rescue attempt. 


team a chance to catch their breath, heal, and " ■ 
reload.The molotovs and pipe bombs can come in 
handy,too, particularly during swarm attacks. 


Aircraft Rescud 


The sound of the plane's engines triggers another 
massive swarm attack, so get on board the plane 
as quickly as possible. To buy a little extra time, 
toss a pipe bomb (or several) away from the plane 
in an attempt to divert the crowd away from the 
cargo ramp. Otherwise the common infected may 
gather around the ramp, creating a barricade of 
undead flesh, preventing your team from getting 
inside the plane. Once everyone is on board,a 
cutscene shows the C-1 30 taxiing to a runway and 
taking off. You finally made it — and hopefully your 
teammates did too. 
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In B/ooc//-/ar\/esf, a full-scale epidemic has broken 
out in a rural area, causing the dead to rise and ^ 
attack the living. Once sparsely populated, the 
forests and industrial facilities along the railroad 
tracks now teem with a new form of life. It's 
believed most of the infected have trickled in from 
the surrounding urban areas in search of fresh prey. 
In the middle of this outbreak are four well-armed 
survivors in search of rescue. Early on during the 
outbreak, the government established several 
evacuation centers, but most were overrun or 
abandoned, particularly in the urban areas where 
staff were initially unprepared for the violent nature 
of the infection. However, some evacuation centers 
are rumored to still be operational, reinforced by 
military personnel. One such rumored military safe 
zone is a farm not far from the railroad tracks. If the 
survivors can make it there, they might find a way 
out and rejoin what's left of civilization. 


HARVEST 


MO HOPE. NO OJHE. NO PROflLEM. 


Level Map 


Allegheny National Forest 


The thick forest ahead sets an ominous tone for the 
survivors at the start of Blood Harvest. But despite 
the hazardous trek that lies before them, there 
is a dim ray of hope. Francis has heard there is a 
military safe zone to the north. His story is backed 
up by the evacuation center notice posted on the 
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nearby signpost — it looks' like Daughtery Farm is ' 
the place to go. Maintaining a northern heading 
m the forest won't be easy, especially while being 
pursued by the infected. Fortunately, the nearby 
train tracks run north. If the survivors can reach 
the tracks, all they need to do is follow them to 
reach the farm. 


Using the concealment of the surrounding forest. 
Hunters can creep up extremely close to your 
team and seemingly leap out of nowhere to pin 
your teammates. Coordinated attacks by two 
Hunters are particularly dangerous, instantly 
pinning two teammates.There's little you can 
do to prevent such attacks before they occur, so 
always stay near your teammates and respond as 
soon as a Hunter pounces.To prevent inflicting 
friendly fire damage, always strike with melee 
attacks to get a Hunter off your teammate. Once 
the Hunter is knocked off your teammate, shoot 
him repeatedly before he can pounce again. 


Before rushing through the forest, turn right and 
stock up at this picnic table covered with weapons, 
ammo, and first aid kits. When choosing weapons, 
equip your team with an even mix of SMGs and 
pump shotguns.The SMGs provide decent range 
and an unparalleled rate of fire, while the pump 
shotguns offer tremendous damage output 
during close-quarter encounters. Make your 
selection quickly — the longer you spend here, the 
more time you give the infected team to set up 
ambushes during versus matches. So grab your 
gear and head out as quickly as possible. 


IMeeted 


Wheit you’re plying as the 
the forest trail is the single best 
amhush point oh this level, giving 


The narrow trail winding through the forest is 
extremely dangerous. Infected usually hide in the 
trees along the sides of the trail, making them 
nearly impossible to see until they attack. So 
speed through this area as quickly as possible, but 
be sure to stick together. It's easy to get separated, 
especially when the teammate in the lead doesn't 
look back frequently to check on teammates. So 
while speed is important, maintaining a line of 
sight on your teammates is even more crucial. 


yhur teani the perfect chance to 
inflict some hea^ damage Oh the 
isurvivohszif e very important to work 
togetherTotherwlse,theisurvivoPs 
will have no trouble blitzing through 
this area? SO have |Ouh.teammates 
hide along both sideStof the trail. 
Using the trees foh concealment- 
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As your team keeps pushing through the woods, 
look for this picnic table on the right side of the 
trail. Sometimes there are some molotovs or pipe 
bombs placed here. Don't stop here long — 
the infected still pose a big threat. 

* However, this is a landmark worth 

pi noting; it indicates your team is 

^ V V ''X i^^^r the footbridge. It's best 
m 1 %[iL ^ ^ to race past this area and 

r l V make it to the bridge 

I \ W' \ ^ ■ before the infected 

* y I \ ' ’ can make a stand at 

I I \ \ that critical choke 

* ' i point. 


Footbridge 


If your team hasn't encountered too many infected 
bosses, expect them to be waiting at this narrow 
footbridge. Fortunately, there is little cover or 
concealment on either side of this bridge, making 
it easy to spot any threats attempting to hide 
among the sparse trees. Make sure your team is 
together and race across the bridge as quickly 
as possible. Although the terrain doesn't suit the 
infected particularly well, attacks aren't impossible, 
particularly by Smokers. 


2^ tMlurvivots draw neajV spring 
the ambush with everyone attacking 
sihmltaneoMsly.ifi^hu carefully pick^ 
Uut yUuUtargetS the ®anter& can pin 
twUlsurvivors while the Smoken snares 
anotheUifilke BUomer call vom 

laststandinglsurvivon yUUistand 
V J i ./yagood chance of wiping out all 
j^ff^ormUstof thenlatonce.^the 
^JaMfwery least, youll inflict so 

massive damage and create a 
nH very chaotie situation. 


^enplaying as the SmokeU teani up 
with a®anten The Smoker can easily 
snare stragglers with its tongue, 
dragging thent off into the woods 
away front their teammatesi Once the 
Smoker has dragged its prey aw«y 
^ front the other Survivors, the 
Tj I Jlianter Shbuld pbunce on the 

victimi This gives thei^ 
an easy and defenseless target 
YJ&vvhilefreei]^^^ 
attack again. 


InDi 









Ifffeeted 


If youf tfAM &QH SN'r NiEE!> AMMO 
Of time to HEAL, &ON't STOP At THE 
tf AiLEf. THIS Pit Stop ONiLy DELAVS 
yOiif tEAM, (JiViNG tHE iNf ECtEt> 
MOPE tiME to AttAck. OM tHiS 
POiNt, t-HE SAf E HOUSE ISN't VEPy 
fAf AWAt SO CONSiDEP PPESSiNiJ 
AHEAD and SkiPPiNO tHE tf AiLEf. 
PUP ING VEPSiiS MAtCHES SUCH 
MOVES MA'y cAtCH tHE OPPOSiNG 
tEAM Off GUAPD, f OPCiNG tHEM tO 
PEOPGANiZE and SCPAMBLE tO SEt 
UP AttAckS neap tHE SAf E HOUSE. 


Jfi^taging afl attack at the footbridge, 
wait until the survivors cross. 

There^i^ virtually ne cover; oh the 
bridge itselk shtipawh in the woods 
neat the trailer and wait for the 
survivors to approach. ifiphSsible, 
initiate the attack aSSooh as the 
Survivorsstep off the bridge. Jfiv 

playing as the BOonier, this bottleneck 
is the perfect Spot tasplash hiultipie 
\ ii y^urvivorS with vomitLBht 
|Lj|W V wait until yOurUeanimateS 
have attacked before rushing 
in. Otherwise you’ll be picked 
pyB off before yOute within range. 


Beyond the footbridge is this small trailer 
^ " containing ammo. Rush inside and stock up. 

, Sometimes the director places molotovs and pipe 
bombs in the trailer, too, so search around for 
supplies once inside.This is a good place to stop 
and heal, but make sure teammates cover the 
front door and window. If healing yourself, let your 
■■ teammates know so they can protect you. It's also 
1 a good idea to inform them so they don't take off 
I while you're still bandaging yourself. 


Trailer 


As you exit the trailer, be ready for more attacks. 
While your team was in the trailer, the infected 
have likely regrouped and prepared an ambush — 
some may be waiting on top of the trailer. This is 
also a common area for a Tank to spawn. When 
fighting a Tank in this area, try not to get cornered, 
otherwise he'll pound you relentlessly until 
you're incapacitated. So don't run back inside the 
trailer. You're much safer outside where you can 
maneuver. If possible, hit the Tank with a molotov 
to slowly whittle away at his health meter. 
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Don’t attack the survivors while 
they’re itiside the traileit^th only 
one door and a window this location is 
relatively easy for then! to lock down. 
So hide in thenurrounding woods 
or climb on the roof of the trailer 
and wait until they exit to initiate a 
combined attack. i^Mnlc Should lead 
the attack if there^s one on yOur 
f ^team-TheSurvivors will be so 
fOcusedon killing the Tgnk^^ 
they probably won’t even notice 
i a®flnten Snioken or Boomer 
approaching. 


Depot Trail 


Exit the trailer and rush past the white sedan 
outside to access the next segment of the trail 
leading down to the Richardson Atlantic freight 
depot — the depot has rail line access heading north 
toward the farm. Like the previous trail, this one is 
narrow and lined by trees, but the trees on the left 
side of the trail give way to a chain-link fence. Rush 
down this trail as quickly as possible and get to the 
safe house, but keep an eye on your teammates 


and make sure nobody gets left behind. Attacks 
by Smokers and Hunters can seriously delay your 
advance, so be ready to rescue teammates that are 
pinned or constricted. 


caution 




chain-link f ence on the teail's 

LEft 5I&E has several holes IN It, 

SO WAtCH yOUE STEP. ON tHE OtHEP 
SIDE Of THE FENCE IS A LONG DPOP 
to SOME tPAiN tPAckS. If you FALL 
tHPOUGH ONE Of tHESE GAPS IN 
tHE FENCE, yOii'PE DEAD. BE EXtPA 
cAPEf UL If you ENcOUNtEP A TANK 
IN THIS APEA. ONE SWIPE COULD SEND 
you f CyiNG tHPOUGH ONE Of THE GAPS 
IN THE FENCE, KILLING yOU iNStANtPy. 
Of COUPSE, THIS WOULD BE A GOOD 
tActIc f OP PLA'/EPS PLA'yiNG As THE 
tank duping vepsus matches. 


Ifffeeted 


Ifvtbe survivors have commenced 
moving down the trait behind the 
freight depot, it can be tough to find 











Depot Safe House 


aspot to spawn due to 
ii^ues^ Bnt if ^On hide behind tnisi 
small shed nean the fence, yOh can 
, spawn and blindside theJsurvivots 
as they run past. This is 

hiding spot for Bnomets. ^ 
Sure your bloated body 
doesn’t stick out froni behind 
the shed and give away your 
position. 


Follow the trail as it turns left, leading toward the 
yellow building straight ahead — the safe house is 
just inside. This is a very critical part of the trek, as 
the infected are likely to throw everything at your 
team in an attempt to stop it from reaching safety. 
If facing a large swarms of common infected, toss 
pipe bombs to keep them from chasing after your 
team. Attacks by infected bosses can be put down 
rather easily too, assuming your 
'' team sticks together. In versus 

matches, infected attacks here 
are often frantic and not 
very well organized. 
These last-ditch 

w'- y I ^ attempts by the 

Y opposing 

team are best 
Jt ] confronted by 

^ : denying the opposing 

f i team easy opportunities 

^ ^ to pick off stragglers. As 

I long as you stay together, 

( they won't have much of 
a chance to stop you from 
reaching the safe house. 




The open doorway in the yellow structure is not 
the entrance to the safe house. Once inside, keep 
moving to the adjoining room with the familiar 
red door. Consider backpedaling to the safe house 
while covering the open doorway to prevent any 
infected from pursuing. It may also be necessary 
to hold at the safe house door and provide 
covering fire until your teammates can get inside. 
Fortunately, you can cover the open doorway from 
within the safe house. Just watch your fire and be 
ready to slam the safe house door once everyone 
is inside. 
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The drain pipe on the yellow building 
neay the safe hhhse is a^cliInb point 
foT the infected; This is a good spot 
to spawn and attack the survivors 
as thej^ riish inta the safe honsei tfiv 
playing as aSmokeij try tesnare the 
lastsurvivot trying te tush thrbugh 
the doorway.iThiS prompts the ether 
- Isurvivots to feaye thesafe honse 
ah attempt to jresfeue 
theit constricted teammate; 
providing the Hhnters and 
BOomernn yOut team one last 
chance to attack. 
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The safe house at the Richardson Atlantic freight 
depot is on the third floor of the facility's massive 
shed, where train cars are repaired. Your team 
must advance through this shed, reach the ground 
floor, and proceed outside to a tunnel, heading 
north along the tracks. Before moving out, be sure 
everyone stocks up on first aid kits and ammo. 
There are no weapon upgrades in this safe house, 
so stick with the same load-out of two SMGs and 
two pump shotguns. 


OfffCE 
3f?p FLOOf? 




the safe house are popular spawn points for the 
infected team during versus matches, so check 
them out. Even if they're empty, your opponents 
may wait to spawn in these rooms until after your 
team has entered the stairwell. So always have a 
teammate watch your backs as you proceed into 
the stairwell, and make sure the last person in 
closes the door. 


Meeted 


the ijiatch begjhs^ jreihajh iii ghost 
mode arid hide ih one Of the si 
offleesnean the safe hehse.t)^ 
Tsurvivors have Sweptthe third floot 
and turn toward the stairwell, spawn 
and attack them frond behind in the 
hallway if possible. Ot work with 
tyOur teamniates to amhitsh 
them in the stairwell with 
two of you attacking frond the 
rthird floot and the Other two 
attacking frond the;Second floor 
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Upon exiting the safe house, turn right to spot the 
stairwell leading down to the second-floor offices. 
There are other offices on the third floor worth 
sweeping before heading downstairs, but don't 
expect to find any pickups. However, they may 
contain infected.The third-floor offices outside 


Enter the stairwell and carefully monitor both 
entry points as you descend to the second floor. 
Have one teammate stand watch at the third-floor 
doorway and blast any infected that try to bust 


ro 
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through the door. Meanwhile, clear the bottom 
landing and shoot any infected that try to rush your 
team through the second-floor doorway. As long 
as incoming traffic is managed at these two entry 
points, your team can avoid getting ambushed 
here. But don't hang out here too long. Clear out all e 
threats and proceed into the second-floor hallway. 



At the bottom of the steps, carefully sweep this 
office on the left side of the hall. It's most likely 



I ifffeeted 


M^jlaying as a Smoker;oi* liantei^ 
hold ill the second-floor office until 
most of the survivors have advanced 
into the train shed. This is the 
perfect opportunity td eUsnare or 
pin U Survivor lagging behind in the 
of flee. lt?S event more effective if ybur 
victim*S.teammates have dropped 

V I ] fidown onto the traittShed*S 

V jffloort lbu’fl have ant ea^ 
VAb incapacitating and eveUtually 

killing this straggler if there’s 
1^9 noSupport front the team. 


swarming with common infected and may also 


contain some bosses hoping to pounce on your 
team. While clearing the office, make sure someone 
watches the hallway and stairwell. Be careful to 
not get separated. Keep an eye on your teammates 
and don't advance outside their line of sight. Once 
the office is clear, step inside and proceed to the 
adjoining room through the hole in the wall — the 
same room can be entered from the main hallway. 
The broken window in this room leads out onto 
a catwalk running above the large train shed. 
Before exiting, make sure everyone is together; 
step outside and watch your step — falling off the 
catwalk results in fall damage. 



Train Shed 
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The room next to the desk contains a first aid 
cabinet and a door marked with a warning sign: 
Emergency Exit Only, Alarm Will Sound. Take this 
as a clue before interacting with this door. Usher 
your team inside this room and shut the door 
behind you, blocking access from the train shed. 
Use this quiet opportunity to heal. As you've been 
warned, opening the emergency exit triggers an 
alarm that initiates a large swarm attack. However, 
if yourteam holds out in this room, there are only 
two doorways to cover: the emergency exit and 
the train shed door. But before throwing open the 
emergency exit, locate a red fuel can in the room 
and be ready to toss it out the emergency exit 
once the door is open. 


Have one teammate open the emergency exit's 
door while another tosses the red fuel can into 
the adjoining room — ^just make sure it lands far 
enough outside the doorway before shooting 
it.This creates an impassable wall of fire in the 


Advance across the central catwalk suspended 
above the train shed. From this elevated position 
it's easy to pick off common infected and bosses 
on the ground floor. In some instances, a Tank 
may spawn somewhere in the shed. If this occurs, 
remain on the catwalk and pepper him from 
above with SMG and shotgun fire. However, if 
he makes a move up the yellow steel beam, get 
ready to backpedal. But as long as your shots hit 
their mark, you should be able to drop a Tank on 
the ground floor before he poses a threat to your 
team up here. 


After clearing most of the train shed from the 
catwalk, descend the yellow beam to the ground 
floor. At the bottom of the beam, head to the desk 
in the corner of the shed, next to the exit sign, for 
some ammo. There may also be some weapon 
upgrades sitting on this desk, so stock up and 
choose your weapons carefully. Bring along at 
least two assault rifles and two auto shotguns for 
the trek through the railway tunnel outside. But 
for the next sequence, consider equipping your 
entire team with auto shotguns. You can always 
come back to the desk and balance your team's 
load-out later. 
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next room, effectively securing the emergency 


The emergency exit leads into a big dark room 


exit's doorway. Still, have two teammates watch 
this doorway so they can blast any infected that 
try to infiltrate this room once the fire dies down. 
Meanwhile, the two other teammates should cover 
the door leading out to the train shed. Even if it's 
closed, it won't be long until the infected break 
through. So keep weapons aimed at this door and 
mow down anything that tries to get in. The alarm 
eventually ceases, as does the swarm attack. Before 



heading into the cistern room, return to the train 


shed and restock ammo. Also, make sure your team's containing three very large cisterns. Locate the 


weaponry is properly balanced with two assault staircase near the emergency exit and climb it 


rifles and one auto shotgun. 


to the upper-level catwalk. While it's possible to 





Meeted 


3^ tMJsurvivoTS approach the 
emergeiicy^ exit doorway, get ready td 
launch an attack. Take advantage of 
the cohfnsioh cadsed by^t^^^ 
swarm attack when the alarm 
sounds, tfetheiurviyoestaketeftige 
in the dmall room with the flCst aid 
cal)ineti have d Smoker pull disurvivor 
dutside se aiianter cah pounce! Jtoe^^ 
durvivoesretreat td the trainshetk 
attack front the catwalk above.^v 
Bdomer pdsitioned here cahwomit oh 
the iurviyoTS as they gather 
near the desk containing 
the ammd and the Weapon 
upgrades! causing even more 
common infected td attack. 


Qistern Room 



advance through this room on the ground floor, 
the catwalk gives your team a height advantage, 
making it easier to clear the room. On your way 
up the steps, check the small closet on the center 
landing — there are usually some supplies inside. 



Make sure your flashlights are on while advancing 
across the catwalk. Most of the common infected 
are on the ground floor, so in addition to monitoring 
the catwalk for hostiles,aim downstairs. As you pass 
above the infected, they may go on alert and start 
charging up the stairs at your team. So try to stop 
them before they can reach your team. Feel free to 
fire through the mesh grate of the catwalk to target 
infected directly beneath your feet. 



Keep moving down the catwalk and look for this 
window on the right side. It opens out onto a 




astKf^M RQQM 


j^ftop area near the railway tunnel. Step outside 
and use the elevated position to fire down on the 
common infected gathered around the train cars 
below. The tracks moving through the tunnel to 
the left head north, but the tunnel is filled with 
infected and other obstacles, so get ready for an 
intense stroll. 




Instead of stepping through 
the window along the catwalk, 
you can proceed to the stairs 
at the end of the catwalk. 

These lead down to the cistern 
room's exit and the same 
tunnel area. However, this 
passage puts you on the same 
level as most of the infected. 

So proceed cautiously. 


There many climbip^ 
the eisterh rooml Climh them while 
in ghost mode and theh spawn high 
above the start of thetunnei area 
as the ISurvivora exit the 
''^eisterh room. Ihanters and 
Smokers are ;\mry effective 
wheh attacking from these 
high points. TheiSurvivorS will 
never know what hit them. 


Rail Tunnel 


RAIL TUNMEL 


Once outside the cistern room, move to the corner of 
this rooftop and leap across to the coal car to access the 
narrow side tunnel and advance through a large part of 
the tunnel system along the tops of railcars. The elevated 
path provides better protection against the infected and 
often more time to react when attacked, as the hostiles 






i- 


must usually climb up to the cars before they can attack. If 
you fall while making the jump, climb the yellow ladder on 
the nearby car to access the roof and try again. 






down one tunnel^ hide ill 
and attack as they pass, iClSmok^ 
can drag an unsuspecting survivoi 
a great distance down the adjoining 
tunnel^ causing the dthenSurvivoiS to 
backtrack and Stage aneseue- TtoS 
cbuld be the perfect opportunity fon 
your teani’S HttnterS te pbunce, 
the confusion a Boomer can rush in 
and coat theother survivors in bile^ 
Setting oft aswarm attack, Tanks 
are also great at distracting the 
5 J 4 /iSurvivors, ifianyone Spawns as 
^ iw Jr aTank in the tunnel^ quickly 
organize an ambush to take 
tPJa aclvantage bttheSurvivors^ 


THER-E'S a tABLE NEAE tAE tUNNEL 
ENtEANCE, At tHE DiViDEE BETWEEN 
THE two SPANS. TEE !>{EECtOE MAV 
PLACE WEAPON iiPGEA!>ES ON tttS 
TABLE, SO CHECK it OUT BEf OEE 
EACiN(? DOWN ONE OF THE ttlNNELS. 


Proceed down the narrow tunnel on the right, 


moving across the top of the coal car and the 


adjoining boxcar. When you reach the end of this 
boxcar, immediately engage the common infected 
loitering below, in both this tunnel and the adjacent 
one, visible through the large hole in the left side of 
the wall. The sound of gunfire may trigger a swarm 



attack, so constantly monitor both ends of the car 


you're standing on. The tunnel ahead may look 


blocked by rubble, but it's still accessible. When the 


area below is clear, drop from the boxcar and race jhe narrow tunnel is eventually blocked by rubble 

forward, moving up the pile of rubble to climb atop and a large fire, forcing your team through a hole 

another boxcar. in the wall on the left. Before passing through the 



Ififeeted 



KL^ok fot oppoitunitieS tU split the 
survivors up by attacking through 
the holes in the walls betweeil the 
twd tunnels, ^ilethd^Survivors race 


hole, make sure everyone is together. Hunters or a 
Smoker may be lurking behind your team waiting 
to attack a straggler, so don't leave this tunnel 
until everyone is together. You'll need everyone's 
firepower to cut through the swarms of infected in 
the next span of the tunnel. 






Ififeeted 


Medii thfi safe hditse Side Of the 
white tajiker truck aee last-ditch 
effort to stop the^Survivors^ aiBeomer 
positioned her e cah ¥onait oh the first 
Survivor up the ladder: Et^eh if the 
Boomer is spottedi theSurvivor won’t 
be able to respond since weapons are 
Stowed while climbing. ®iggering 
a^Swarm attack paves the w«^ for 
the rest of the teaih to amhiish the 
Survivors at this deadend. Bht the 
Mnters and SmokershOuld wait 

until the swarm attack is well 
^ iJ '^^nderwa^ before jumping 
into the fray^TvheSu 
»a^may make hhreak for theSafe 
hOuse,SO be ready to respond. 


blocking the tunnel^ead. Blast any common* ' 
infected wandering around this span of the 
tunnel, then drop to the tracks and rush to the 
yellow ladder on the side of the tanker car. Before 
climbing the ladder, make sure your entire team is 
together. Wait for anyone lagging behind to catch 
up. Once the team has regrouped, quickly climb 
the ladder and be prepared to open fire once you 
reach the top of the tanker car — there are likely 
several infected waiting to greet your team on 
the other side. Stand on top of the tanker car and 
fend off the rushing infected. The tunnel ahead is 
blocked, but a hole in the left wall leads into the 
safe house. 


As you enter the larger tunnel through the hole in 
the wall, turn right and approach this barricade. A 
boxcar has derailed in this span of the tunnel, but 
a mound of debris on its side allows your team 
to climb to the top of the car. Don't waste much 
time on the low terrain. Blast any infected in your 
way and get to the top of the boxcar as quickly as 
possible. Don't forget to check the tunnel behind 
you, as there may be more infected chasing 
after you. Once on top of the car, make a stand if 
necessary. There are likely multiple infected on 
both sides of the car, but the elevated position 
gives your team a slight advantage, allowing them 
to fire down at the infected clawing their way up 
the sides of the car. Hold here momentarily until 
your team has a clear path to the white tanker car 
farther down the tunnel. 


From the red boxcar, step onto the overturned 
gray boxcar and approach the white tanker car 
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Tunnel Safe House 


Just beyond the tanker car is the side passage leading into the safe house — look for the safe house icon 
spray-painted on the wall of the tunnel. Once everyone has climbed over the tanker car, dash toward this 
red-lit passage. But be aware that more infected may be hiding inside this passage. Enter together as a team 
then rush down to the safe house, on the left side of the concrete corridor. Quickly get everyone inside and 
then secure the door to end the level. 


Tile Bridge 


:Af? ALAR-M 


■ALtEf?NAtE PAtH 


F0f?ESt 


UlSLEEPlNG 
p\ BAGS 






LEGEND 


% AMMO 


1^ weapons 

Fif?5t AiD 
SS CAP ALAPM 
P SAFE HOUSE 
>-CPittcAL path 


ALtEPNAtE PAtH 


GENEPAtOP 

ROOM 


■ pump shotguns; if you still have 
W your assault rifles, auto shotguns, 

I and sniper rifles from the previous 
F level, hold onto them. Also, make sure 
I everyone's health bar is in the green 
I zone. Anyone with low health may 
be singled out by the infected as the 
team moves through the adjoining 
maintenance tunnel. 


Maintenance Tunnel 


Safe House 


The collapsed rail tunnel has sent your team 
off course. You must find another way around 
and reacquire the rail line at a different point to 
continue your trek north toward the farm. It's 
unclear where this side passage leads to, but 


The safe house door opens into a dark 
maintenance tunnel, allowing your team to travel 
left or right.Turn left, toward the red light, and 
advance to the corner ahead. As you exit, watch 
for common infected hiding down both spans of 


your team has no choice but to follow it. Before the tunnel. It's important to establish rear security 


heading out, stock up on supplies.There are while moving through this tunnel, so assign at 


weapons, first aid kits,and ammo on and near the 
bench by the lockers in this dimly lit safe house. 
The only weapons provided here are SMGs and 


least one teammate to watch everyone's backs 
during the advance. This prevents infected from 
attacking or spawning directly behind your team. 












WANt to f tMD tHE QUiCKESt WAV 
out Of TEE ttiNNEL? FOLLOW tEE EE1> 
Lt&EtS. TEEEE AEE tEEEE EE!> Lt&EtS 
iN tEiS ttlNNEL, ALL PLACED AL0N(? tEE 
SPANS LEADING DiPECtL/ tO tEE EXit. 
SO }f you GEt tUENED AEOUND, UUSt 
LOOK f OE tEE EED LiGEtS tO f IND 

youE wA'y out. 


In the next span of the tunnel, keep going straight, 
advancing past the dark corridor on the right. But 
don't completely ignore the passage on the right; 
sidestep past it and blast all visible threats.The 
sound of gunfire may attract more infected from the 
other spans, so make sure all three directions are 
covered at this T intersection. If you're not in a huge 
rush to exit the tunnel, consider traveling down 
the passage to access the small generator room 
on the left. There are usually several pickups inside, 
sometimes including pills, a fuel can, a propane tank, 
and molotovs. But make such supply raids as quickly 
as possible and be sure to backtrack to the red-lit T 
intersection and turn right — turning left takes you 
back to the safe house. 
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<iiven the long spans of the tunnels, 
it’s difficult tn find a good spawn point 
and hiding spot in this area. The Small 
generator roont iS ahbut the only 
goodspot tO stage ah amhiish ' hut the 
Survivors will probably expect one 
hereLf'or best results, stay in ghost 
mode Until the Survivors have 
cleared this room, theh Spawn 
as soon as they exitLNovv yOU 
can attack them from behind in 
the adjoining tunnel. 


The tunnel eventually dead-ends due to a roof 
collapse, forcing your team through the well-lit 
passage on the left, near the Authorized Personnel 
Only sign. You're not far from the tunnel exit now. 
Dash to the end of this span (toward the red light) 
and take a left to spot the tunnel exit. Stay together 
as you approach the corner ahead. Infected bosses 
may be hiding in the next span, looking to pounce 
on or snare the first survivor who rounds the corner. 





The tunnel's exit leads outside, to a narrow forest 
trail. This is a very popular ambush point for the 
infected, so hold here for a few seconds and 
engage all visible threats. If one of your teammates 
grabbed a propane tank or fuel can from the 
generator room, toss it outside and shoot it to 
take out large swarms charging toward your team. 
It's equally important to watch the span behind 
you. Now that your team has vacated the tunnel 
system's various spans, the infected are now free to 
spawn behind you. Don't hold here long, otherwise 
your team is sure to be attacked from both sides. 
Tank attacks aren't uncommon here, and it's best 
to be outside if this occurs, where your team has 
more room to maneuver. So clear the area around 
the tunnel exit and rush outside. 
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tise the^ climb points Q 
tunnel exit to Teach the arep; j^ 
above the tunnelSf'Toni this elevated 
position yen can attack the !SurvivoT^^ 
asisoon as theySriish but olthe 
tunneki^BmokeT positioned here 
can easily snare One Of thessurvivoTS 
without exposing himself to return 
fire, and theit can attack more than 
once. fflanterS and Boomers aren’t 
sO fortunate, but attacking froHl the 
^ jJ fihigh points Our rOunding 
L m y the tunnel exit still gives 
xAb then! a tactical advantage^ 
i^^Knol to mention thO element of 
m3ourprise. 
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Forest Trail 


The trail outside the tunnel is sunken, with tall cliffs 
flanking both sides. The cliffs are inaccessible to 
the survivors but are wide open to the infected, 
giving them the opportunity to attack your team 
from above. Therefore, race along this trail as fast 
as possible. Lingering here puts your team at a 
tremendous disadvantage as the infected pounce 
from all directions. But as you race ahead, turn back 
occasionally to make sure your teammates are still 
with you. It's very easy to get separated during this 
advance, especially if Hunters or Smokers manage 
to pick off stragglers. 


While ih ghttst fflode^ hse the climb points 
oh the sidesiof the trail to access the 
cliff s over looking the !Survivo ts . Once Oh 
top - hide ih the trees lining the trail and 
spawni Both Smokers and iianterS are 


elevated pOsitiohs^ but without careful 
coordination, the^SurvivotS will have hO 
probleni picking off yOur teajh one at a 
time; SO talk to jOur teammates and find 
a good ambush point where you cah all 
attack simultaneously, tiiOiteammate 
is spawning US U Tl^k, eveh betteh^T 
TUhk willlikely draw allthessurvivohs’ 
attention, giving everyone the chance tO 
attack with eUsel ^carefully coordinated 
attack by U Smokeh twO lianters, and 
U lUhk can completely annihilate the 
' survivors at this point. Single Out the 
[Survivors with low heahh first and attack 
they’re incapacitated. 
Once they -re down, move to a 
, fresh target; 1S)U don’t have^® 
everyone' yOU jUst have to 
incapacitate them to end the 
round. 


STAIRWELL 











itu: 




concrete structure. Inside, a long stairwell leads 
down to a rail yard. Before rushing inside, clear 
out all the infected hanging out in front of the 
entrance. Have a couple of teammates blast the 
infected around the structure while the other two 
watch for more infected advancing along the trail. 
Once a path is cleared, race to the structure's door 
(or window) and burst inside. The last teammate in 
should close the door. 


The stairwell inside the concrete structure is a very 
confined space, likely filled with common infected. 
Proceed with caution and clear each set of steps 
at a time. As usual, have the trailing teammate 
cover your backs. Infected spawning outside may 
come dashing down the steps, especially during 
swarm attacks. If the resistance picks up, don't 
hesitate to use molotovs or fuel cans to create 
large fires either behind or in front of your team. 
But be careful when using fire in such a cramped 
space, as it can harm you and your teammates 
just as easily as it does the infected. Friendly fire 
can also be a problem in this area, so exercise 
muzzle discipline and avoid stepping in front of 
teammates who are engaging a target. 


If yOiif team cONtlNUES AL0N& 
tf E tEAil- PASt tAE CQNcEEtE 
StPUCtUPE tHEV'LL COME AcEQSS 
A PAlE Of EMPtV SLEEPING BAGS. 
ALtfOUGA r-HE TEAtL DEA&-EN0S 
fEEE, tfEEE AEE USaALC)' SOME 

SUPPLIES neap tf e sleeping bags. I 

IN SOME iNStANCES, tf EEE APE 
EVEN WEAPON UPGPA0ES fEPE. SO 
If youp TEAM IS STILL cAPPyiNG 
Apound smgs and pump shotguns, 
SEPlOUSLy CONSIDEP MAKING A 
SLIGHT DETOUP TO INSPECT THIS 
abandoned campsite f op BEttEP 
WEAPONpy. AT THE VEPy LEAST you 
COULD VVALK AWAy VVITH SOME PILLS 
and a couple Of PIPE BOMBS. 
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At the bottom of the stairwell turn right and expect 
to confront a fresh batch of infected. There may 
also be some bosses attempting to ambush your 
team from beneath the stairs. So stay together and 
provide support to your teammates as necessary. 
Before leaving this area, check under the stairs for 
supplies — sometimes you can find pipe bombs or 
molotovs here. Also, there's usually a red fuel can by 
the table on the right side of the hall. Consider using 
it to create a wall of fire at the bottom of the steps 
to halt any pursuers attempting to sneak up on your 
team. The entrance to the rail yard is straight down 
this hall. 




ThBriB tod 

ill the Stairwell front which to attack 
thd!Survivors; hut if ydul teainl gaih^ 
access to a here it cM^ 

realgaine chajigerK The 
dish Out someiSeriOhS damage in 
theiStairwell, as theJSurvivorS ha;ye 
little rooih to maiieuyeroiievade^^ 
Xfi^laying aO the TSuk, try^ 
aisurvivoh into a; corner to pummel 
intOisubmiSsion — theittodaneiA? 
victim, lihring the Tank aasault other^^ 
infectedishOuld look foT opportunities 
to attack as welk ::^BOomer caJtisneak 
up behind the distractediSurvivorS 
and vomit on thenl as they^ shoot at the 
Tank.ThanterS and Smokers can also 


others, preventing them from killing 
off the Tank. Keeping the Tank alive 
is very important during this 
seipence. The longer he li^ 
the greater chance yOur team 
has ofstopping thOSSurvivorS 
once and for aH. 


BEFORE ENtERiN(? tHE RAIL VARO, 
CHECK out tHE SIDE ROOMS NEAR 
THE StAlRWELL'S EXIT. A-Lt-HOiiOH 
THERE ARE PROBABE/ SEVERAL COMMON | 
INF ECtEO VVANt>ERlN(? AROUND THESE 
ROOMS, THEV often CONTAIN SUPPLIES, 
TOO. 
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Climb on top of the boxcar 
the stairweilexit and waft for the 
isurvivors te rush but. This is^a^^^ 
spot from which to biindside the 
oppUsing teanir whether playing Us a 
SmokeaBbomeaor fflflnteUf'or best 
results lead off the attack by having 
^ jj ^ faBbomer vomitforexplodey 
L /■ y on the Survivors assoon as 
they exit. Thedas theSwarm 
attack commences^Send in the 
♦^■ Hunters and Smoker. 


The corridor adjoining the stairwell leads to a 
tunnel just outside a rail yard. Pass through the 
doorway and turn left, stepping between this 
engine and boxcar to access the tracks. Be sure 
to stick together during this transition between 
the stairwell and the rail yard. Hunters or a 
Smoker lurking in the stairwell can easily pick off 


Follow the tracks out of the tunnel and blast any 
zombies that get in your way. A few may lurk along 
the right side of the tunnel as your team exits, so 
be sure to sidestep past this area and engage any 
threats skulking in this blind spot. Get out of the 
tunnel as quickly as possible before any Hunters 


stragglers and inflict heavy damage, often before or Smokers can strike and hinder your team's 


your team can respond. Common infected and progress. 


bosses also pose a threat in the tunnel, waiting 


to ambush your team as you exit the stairwell. So 
stay alert and stick together. 
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ON t-HE 5\t>t Of t-HE tEAcKS 

iS A SMALL SHED CQNtAiNiNG SOME 
AMMO. ONlj^ Stop HEEE if ANV Of 
yotjk EEAMMAtES AEE CEltiCALC/ 

LOW ON AMMO. MOPE AMMO cAN BE 
&EABBEt> At tfE StOEA&E BliiLPiNO 
ON tf E OttEE SiDE Of ttE VAEt>. SO 
if you CAN HOLi> out UNtiL ttEN, SKIP 
tfiS Sf Ei> ANi> cONtiNUE 0 OWN tHE 
tEAcKS. 


Just beyond the bridge is a small storage building. 
A first aid cabinet and ammo await inside. There 
may also be some weapon upgrades on the desk 
near the ammo. Your fight in the rail yard is far from 
over, so consider going heavy on assault rifles to 
take advantage of their range and rate of fire. This 
is also a good spot to heal. Make sure at least two 
teammates stand watch, covering the windows and 
doors, as others heal. Even if the doors are shut, the 
infected can break through with ease. So always be 
ready for an attack. 


Continue advancing down the tracks, passing 
beneath this narrow wooden footbridge spanning 
the rail yard. Your team must find a way to collapse 
this bridge, creating a ramp up to the nearby 
ridge so you can reach the next safe house. In 
the meantime, continue following the tracks and 
shooting the infected along the way. 


The^railyardis filled witK^m 
dimb points - allowing yduE teatn to 
surprise thelsurvivors front above, 
tiiven the supplies offered in the 
storagebuilding,the!survivots almost 
alwa^ stop here to stodC up. 
makes it a good spot te organize an 
attack. Either hit thenl before they 
enter the building (before they can 
heaiy ot as soon as theyjexit.^T^ 
nearby cliff, boxcar, and even the 
storage building-s roof offer good 
launch points fot your ambush, 








jjrou can’t coordinate a® 
^mbush here^ wait until the 
Jsurvi^ors trigger the swarnt 
attack by causing the hoxcaP 
' te crash inte the bridge. 
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The swarm attack marks ybur teani^s 
last best chance at stopping the 
aurvivoPS hefare they reach the Safe^^^^ 
haUse. se don’t hold back^ but don’t 
rUsh in aa individuals either; tiet the 
Baomer in ciase ta the;survivors ta 
vomit on them or explode nearby^ 
This triggers another swarm 
\ j i ,/yattack, prolonging the 
iL iw^ confusion and giving the 
JrM MnterS and Smoker; a bit 
more time ta coordinate their 
dB simultaneaus attacks. 


There are few great places from which to defend 
your team from the swarm attack, so simply 
stake out an area and go back to back with your 
teammates to fend off the attackers rushing from 
all directions.Try setting up between these two 
boxcars near the bridge to funnel the swarm into 
two access points. However, the infected can still 
climb over the boxcars on your flanks and attack 
from above. But most will stay on the ground and 
charge directly at you. You can also try to climb 
on a boxcar, but doing so makes one of your 
teammates an easy target for a lurking Smoker. 


After making a brief pit stop in the storage 
building, continue down the tracks until you 
locate this red boxcar with an interactive yellow 
handbrake. Release the handbrake to send the 
car rolling down the tracks and crashing into a 
derailed boxcar resting on the bridge's supports. 
The collision collapses the bridge, creating the 
ramp your team needs to reach the top of the 
ledge leading to the safe house. But the sound 
of the crash also alerts the infected, prompting a 
large swarm attack. 






Shed Safe House 








As the infected attack dwindles, rush toward the 
collapsed bridge and ascend the new ramp leading 
up to the ridge above the rail yard. Keep an eye on 
your teammates during this advance and make 
sure everyone makes it to the top. If you have to 
backtrack to rescue someone, the infected could 
stage another large-scale attack, putting your team 
at considerable risk. 


Follow the trail at the top of the ramp to this shed, 
which serves as this level's safe house. There may be 
a few common infected along the trail and loitering 
outside the safe house, but don't stop to shoot 
them. Keep shooting while moving, stopping only 
once you're inside the safe house. Any delays here 
only give the infected bosses more time to regroup 
and initiate a last-ditch attack. So race inside 
the safe house and slam the door once all your 
teammates are in. 
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Dbn’t expect to make touch 
to the survivors at the sato hbitoe.^^^ 
one, there toretft top mauy places along 
the adjotoing traitte hide and spawns 
Htoveveiv cau ispawh Tiear the^^ 
hehse itself and attack thesurvivors 
as they rush ihsidei Bht unless yeu’re 
Supported by #)ur teatomatesj it’s 
teugh to make dh impact at 
this point. Still, any damage 
tou can dole hut oh the 
rvivors haS a slight impact oh 
their score. 
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Safe House 



Your team has had to deviate from the train tracks 
once again, due to barricades and other obstacles. 
But the northern rail line continues not far from this 
shed, leading directly to the farm. Before searching 
for the railway, take a few seconds to stock up on 
supplies and health in the safe house.There are first 
aid kits on a shelf and ammo on a green crate in 
the corner. On the ground in front of the crate are 
weapon upgrades. The trek to the next safe house 
takes your team mostly through large outdoor 
areas, but there are a few cramped structures as 
well. For this reason balance your team's weaponry 
with two assault rifles and two auto shotguns or 
two assault rifles, one sniper rifle, and one auto 
shotgun. Once your weapons are chosen, check 
over everyone's health bar and heal up if necessary. 
If everyone is healthy and stays that way, your team 
can blitz through this level in under five minutes. 
But in order to pull this off, everybody needs to be 
in top shape. Anyone limping due to injuries can 
slow the whole team down, giving the infected 
more opportunities to attack. 



Bunch up at the door as it's opened, and burst out 
of the safe house like racehorses, charging down 
the wooded path. The trail outside the safe house 
is flanked by dense trees, providing the infected 
i'nSfwith ideal cover and concealment. So maintain a 


quick pace through this area and keep an eye on 
your teammates. Hunters leaping from the trees 
are very common, so be ready to fight them off 
your teammates with melee strikes. Also listen for ^ 
a Boomer lurking nearby and don't let him hit you 
with vomit. A swarm attack here could seriously 
slow your team down, allowing the other bosses to 
coordinate an ambush. 
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Vl^hiletMlurvivorS take theit time 
geefring up in the sale 
coordinates amhush outside.^ 
the ®anteris and Smoker hide in the 
treenalong the trail while the finomer 
hides near the Sale howse doon The 
Bnomer is key te this amhush^ se 
it 'S important he Spawns before the 
Survivors exit theSafe honse.^ the 
Survivors exit, the BOomershOuld rush 
theni at the open doorway; attempting 
to vomit on allfour as they exit; 
if the Boomer miSses; there^S n chance 
one of theSurvivors willShoot him, 
coating everyone in bile and triggering 
a^swarni attack; This is the eue for 
the Smoker and Hnnters to attack 
front the trees; while the Survivors’ 
vision is blurred by bile; The common 
infected rushing to theSite Only add 
to the confusion and cs help the 
Ibanters pummel the pinnedSurvivors; 
Meanwhile, the Snioker cS drag one 
of theSurvivors off into the woods for 
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i 







aM attack. Jfi^iBrything goes 
^fiwell, there’s a^chaace pit can 
# cripple the Oppesing teairii 
I as isoon as thejt exit the^i^ 

Be hhhse. ^ the wry leasts 

B injure a^fev\? of them. 


The roof of the barn is 
accessible by climbing into 
the loft and walking out the 
opening in the roof. While the 
roof provides a great view of 
the surrounding area, holding 
here does very little for your 
team. Killing infected from up 
here only wastes ammo — the 
director will just spawn more 
and more. So while it may be 
fun to snipe from up here, 
don't waste too much time. 

Get back down on the ground 
3nd move out. 
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The barn offers a variety of amhush 
opportunities, particularly for 
Smokers audfianters positioned 
on the rookor in the loft. Survivors 
ahnOst always pass thrbugh the barn 
giving pur team the perfect chance 


A large red barn is located along the trail, only a 
short distance from the safe house. If your team is 
still healthy, don't stop here or enter. Keep pushing 
down the trail toward the warehouse. If the 
infected didn't attack you outside the safe house, 
they're probably waiting to ambush you here. 
While there may be some useful supplies in the 
barn, they're simply not worth putting your team 
at risk, so keep moving. 
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Warehouse 


The path beyond the barn leads to the Richardson 
Atlantic warehouse.To reach the warehouse your 
team must either drop onto the nearby train 
tracks or hop across to the awning.This is a critical 
transition that could potentially strand a pinned or 
incapacitated teammate back on the trail. So make 


to attack and pick off csupply-hunting 
stragglers.ifiyOutdeant getisi 
hei^, admail skirmish could turn into 
1 fJahallTbut battle for^Js 

Ldtf V li$e the 

the ground while 
the Ihanters and Smoker attack 
[jnlfl front the barn’s roof: 


’Nt> FLOOR: 


/St FLOOR- 


RAfLVVAV 

BR-t£>GE. 


^ASKMENt 


Try to attack the survivors at the drop- 
off point by the warehouse, JfitioSsible^ 
pihorisnare astraggleriohthetraitif 
the rest of the survivors have already 
dropped dowii onto the tracks ot 
into the warehouse. Bt^eh it that te 
possible - the tracks below the droproff 
point are ah excellent ambush spot; 
especially it yOuhteani spawns a Tank 

V Hunters and Smoker attack 
TUqjB from the warehouse rooftop 
Ir^&while the Tank diverts the 
viM hurvivorsL attention. 


sure your team is all together before jumping or 
dropping at this point. For best results, jump across 
to the awning and then pass through one of the 
warehouse's upper windows to enter the building. 
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Af the train tracks beyond the 
warehddse, try td herd theiSurvivors 
along separate sides of the tracks. 
Thd cars oh thd tracks a^^^ 
barriers, prevehtingthhoSurvivoCS 
froHlJsupportingeachotheiv making 
it ah excellent areh for littnterS 
to isolate lohers . Xfif oh cah pih h 
f : isurvivor oh oneside of the^^^ 

\ M ^tracks^ it may take Several 
t ^ seconds before your victim’s 
AMI teammates cah move arOund 
^3|ji or climb over the Cars tO 
uM attenipt aTCSCue. 


After exiting the warehouse, make a hard left and 
advance toward the train tracks, near this white 
tanker car. Once you're back on the tracks, follow 
them toward the station just ahead. Be careful 
while traversing this narrow path; infected can 
attack through the trees on the right as well as 
from the top of the train cars to the left. Speed is 
the best defense here, so stay together and keep 
moving. 


From the rooftop's awning, drop through one of 
the windows down onto the warehouse floor. 

If possible, avoid the tracks near the drop-off 
point.The interior of the warehouse gives your 
team a bit more space to maneuver and there 
are far fewer obstacles to obstruct your line of 
sight, allowing you to support your teammates 
at all times. But the warehouse probably won't 
be empty, so be ready for a fight, with common 
infected and bosses rushing in through the 
various entrances and windows. 


Don't linger on the warehouse floor too long. 
Proceed to the nearby loading dock and head 
outside. Watch your fire around the red sedan 
parked outside — it's equipped with an alarm. 
Triggering the alarm and dealing with the 
subsequent swarm attack could seriously delay 
your team, giving the infected bosses a chance to 
organize a coordinated ambush. So steer clear of 
the car and avoid shooting any infected near it. 
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The istatiori platform is another 
place for a coordinated amhiishl 
The ared beneath the Structure is 
accessible and a great place to force 
theisurvivoes into; This areals darh 
and tough to navigate thanks to the 
steed slope of the hili and the wooded 
Supports holding up the Structure; 
::^lSmokei* positioned dowii here Can 
drag aisurvivor beneath theiStruCture 
for apummeling, prompting thacest 
jOf theSurvivoCS to respond, 
this is mere bait for the 
VjLf HhnterS and BOomeh^w^^^ 

strike OS the Survivors le£de the 
^^KS celative safet;^ of the platform. 
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TANK WHiLE OUtDOOKS, WHEKE VOUE 
team has mqee eqqm to MANEUVEE. 
Blit TEV to SttcK tOGEtHEE, tOO, 
OtHEEWiSE yOii'LL BE EAsV f OE 
HiiNtEES and SMOKEES tO {SOlAtE. 


Station Platform 


Farther down the tracks from the warehouse is this 
small station platform with an attached building. 
Approach the building from the tracks and stay 
on the wooden platform on the front side of the 
structure — don't attempt to travel beneath the 
building on the steep hillside. Stopping here isn't 
necessary, but it can be a good place to grab some 
ammo and heal. In some instances there may be 
weapon upgrades inside. If stopping inside, make 
sure a couple of teammates cover the station's 
entrances and windows at all times. But don't spend 
too long here, as it only gives the infected more 
time to organize and prepare an ambush outside. 

If your team is healthy and well stocked on ammo, 
consider skipping this stop altogether. 


Ramsey Station House 


If you HAVEN'T f AcEt> A TANK yEt, BE 
EEA&y f OE ONE NEAE THE PlAttf OEM OE 
StAttON HOUSE. If POSSIBLE, ENGAGE THE 







The tracks ,a^qeaci• ^ J::ttiQ:Cked ^ _ 

cars and rubble. Yourtean^n get at^nd 'the ' 
obstacles by advancing through the nearly, 
station house. So turn right at the blockage on’* 
the tracks and descend the narrow set of steps 
leading into the basement. Stay together and keep 
an eye on your teammates. Someone who lags 
too far behind can fall victim to infected outside 
while the rest of the team has already entered the 
station house. 


This building is an old two-story house that s 
been converted into a train station. Your team 
enters through the basement and must ascend 
to the second floor to get out and return to the 
train tracks. Dash through the blood-smeared 
basement as quickly as possible, shutting the 
door behind you and blasting any infected inside. 
Continue up the basement stairs to the first floor. 
This is a particularly dangerous floor because 
the infected can attack from multiple directions, 
including up the steps from the basement, 
through the various windows, and down the stairs 
from the second floor. So limit your exposure on 
the first floor and proceed to the second floor as 
quickly as possible. 


At the top of the steps on the second floor an 
open window leads outside. Don't leap out just 
yet; wait until your team is together and make the 
leap in quick succession. This is another critical 
elevation transition. A single teammate left in the 
house is easy prey for Hunters or Smokers. And 
with no way back inside the house, the teammates 
outside can't come to the rescue of someone 
pinned, snared, or incapacitated. So make sure 
everyone leaps out the window together. 



BEf LEAPING out tEE WINDOW 
ON TEE SECOND ELOOE, CHECK THE 
adjoining EOOMDtHEEE MAV BE 

weapon upgrades inside. 


tMected 



Tte elevatioii traiisitioii bet^eii 
hbdse’itisecond flootaiid exteriot is 
the last good amhiish point on this 
leveiLThh charicestof thhJSurvm 
gettingtieparatedhere is great; 
maMng ybnt teani’s joh much ea^ieit 
Position U Bhomer and a fflanter 
hutside the hhUse and aiittnter and a 
Smoker inside the hhuseLEeniajn in 
constant contact and attack as soon 
as the first one or tweaurvivorS drop 
through the^Second-floor window 
down onto the tracks near the bridge. 
The Ifianter and Boomer can harass 
the!SurvivorS outside; but it’s the 
Smoker and lianter inside that can 
reatly dish out the damagetespecially 
if they each attack a separate 
aurvivorifitheyeach pinor eiisnare a 
Survivor there*S no way for the other 
Survivors outside to come to 
the rescue. TQfiing two or even 
oneSurvivor in this fashion 
. can have abig impact on the 
i finatScore, particularly in a 
clOsematch. 



3 

3 





■^OV'S BEE>f?OOM 


far-mhquse 

ZMp FLOOR- 


LEeFNi> 


AMMO 


1^ WFAPOMS 
FiRst Atb 
^ CAR ALARM 
P SAf F HOiiSF 
'-^CRltlcAL PAtH 


APC I 
EXtRACtlON 
POiMt 


ALtFRMAtF PAtH 


PRTMA Official Game Guid? 


Caboose Safe House 


As you get near the safe house, watch out for more 
infected spawning on top of or behind the caboose. 
Hunters or Smokers making a last-ditch attempt to 
stop your team often wait on top of the caboose 
and attack as your team approaches. Such attacks 
are easily defeated, but make sure everyone sticks 
together in case someone becomes pinned or 
ensnared. Enter the caboose and shut the door once 
your team is inside to prevent any further attacks. 
You're close to the farm now, but the journey is far 
from over... 


Upon exiting the station house, dash across the 
nearby railway bridge, heading toward the caboose 
safe house at the far end.There are infected climb 
points on the bridge's supports near the house, so 
watch out for Hunters leaping from above.The sides 
of the bridge are completely secure, but infected 
spawning near the house can still chase after you. 
So backpedal toward the safe house while firing on 
any pursuers. 


Level Map 




IMected 


TheriB aren’t tod majiy h^ 
nean the cahodsdnafe ftdiise 
remember; the caboose’s roof is 
aecdssiblei^Bdomer here can vomit 
on thdlurvivorn as they exit. Tfe 
train car filled with automobiles is 
another decent spot to get the jump 
oh thd survivors; Remain in ghdst 
mode hntil the JSurvivors pass this 
position, then spawn and attack 
then! from behind;ii5wevehy^ 
ft best chance for attacking the 
^ iJ {/sii'’vivorS along the rail line 
%/f gy is i t yduhteam is gr anted; a 
jpB T^nk; tise the 

the survivors while everyone 
oH else on yduhteam attacks. 


af0 Hou$d 


The Daughtery Farm is just down the tracks. 
However, it's impossible to know if the farm is 
still a military safe zone. Given the resistance 
your team has faced, even the military would 
have a tough time holding back the seemingly 
endless hordes of infected. But you can't stay in 
this caboose forever. Search around the interior 
for supplies, grabbing first aid kits, ammo, and 
weapons. The usual balance of two assault rifles 
and two auto shotguns should suit your team well 
for the trek to the farm. Most importantly, heal 
up before moving out. Speed is essential during 
the next advance, so ensure nobody hinders the 
team's progress with an injury. 


Burst out of the caboose and race down the 
tracks straight ahead. The trees lining the sides 
of the tracks provide some decent cover and 
concealment for the infected, so expect to be 
flanked while advancing through this area. 

Keep an eye on your teammates and be ready 
to respond if someone is pinned by a Hunter or 
ensnared by a Smoker. The derailed car loaded 
with automobiles on the right side of the track 
is a popular ambush point. There is sometimes a 
propane tank or fuel can nearby. Shoot it to deter 
attacks as you pass. 


At some point along the rail line your team will 
probably encounter a Tank. Fortunately, Tanks 
are relatively easy to take out in this area. The 
linearity of the tracks allows your team to simply 
backpedal toward the caboose while shooting the 
advancing Tank. As long as you don't get cornered, 
you can outrun the Tank, staying just ahead of 
him, denying him the chance of melee attacks. 

But be prepared to sidestep rocks thrown in your 






* 
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direction. However, while your team is focused on 
the Tank, the other infected may attempt to attack. 



so stay on your toes and be prepared to deal with 
simultaneous attacks. 



The rail line eventually dead-ends, but don't worry; 
you're near the farm. Locate this red boxcar with a 
yellow ladder at the end of the tracks and climb to 
the top. From the top of the boxcar your team can 
access the elevated trail to the left — the trail leads 
directly to the farm. Stay on watch while climbing 
up the ladder. Your team's momentum is slowed 
here, giving the infected a chance to attack. Avoid 
standing on top of the boxcar because you'll be 



THE tEAlL BEtVVEEN THE EAlL LINE 
AN!> cOENf IEL!> cAN BE A G00t> SPOT 
to Stop AN& heal up If NECESSAPy. 
HOWEVEP, MAKE 5UPE At LEASt 
two tEAMMAtES StAMD WAtCH, AMt> 
MAKE SiiPE tHE PESt Of tHE tEAM 
KNOWS yOii'PE HEALING. A-ttAcKS CAN 
OPiGiNAtE f POM tHE PAIL LINE OP COPN 
FIELD, SO KEEP AN E'/E ON BOtH ENDS 
Of tHE tPAlL. 


vulnerable to attacks by Hunters and Smokers. Make 
sure everyone gets to the top of the boxcar and 
onto the adjoining trail as quickly as possible. 





The yellow and red signs at the end of the trail warn 
of military personnel in the area. It looks like the 
rumors of the farm being a military safe zone are 
true. Near the signpost a steep ledge overlooks the 
farm's cornfield. This is a critical elevation transition, 
so make sure your entire team is together before 
dropping off the ledge. Also, search 
the trees flanking the trail for 
Hunters or a Smoker. If they manage 
to pin or ensnare one of your 
teammates here while everyone 
else has entered the cornfield, 
there's no way to climb back up the 
ledge to reach the trail. So make ^ 

sure everyone drops off the ledge **"7 *-— t i 

at the same time to avoid leaving 
stragglers behind. 


Meeted 


Di&lAy theiSurvivoTS at thd eim 
railline ais long as 

hiding in the distarice can easily yank 
survivors off the top of the boxcar, 
forcing the rest of the survivors to 
drop back down to the rail 
N ■^line tO TespondLliSing one 
ensnaredSurvivoT as bait can 
iP give the Banters and fiOonier o^ 
Jfi yOuT teani the chance to ambush 
the rescue nartv. 




DO C 
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The cornfield is an infected kill zone that must 
be crossed as quickly as possible. The lines of 
cornstalks make it impossible to see anything 
beyond a few meters, giving the infected a 
tremendous advantage. If you stay still, they'll 
be on top of you before you know it. From the 
ledge keep moving straight. You'll eventually see 
the lights of a large tractor in a small clearing in 
the center of the field. While the clearing and the 
tractor's light provide greater visibility, don't linger 
here long. However, if you're under attack by a 
swarm, try to make your stand here. 
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Tilfe ledge traiisitioiibet^ettthe^^^^ 
trail and cornfieldls the perfect ispot 
to^stageM arnhhsh.^ liherga^ 
Isurvivors ofteh get split up 
with some dashing through the 
cornfield while some linger oh the 
trail. T^esitioh your team’s ifhnt 
and Smokerioh the trail and iise : 
them te pick off any htragglersi The 
Beomer Should hide at the hottom 
of the ledge andispray thessurviyors 
with Yomit as they hop down into 
the cornfield. Triggering a swarm 
attack in the cornfield is agreat way 
te cahsemassive chahS andrestrict 
the JSurvivorsl mobility, tfiyeh the 
limited yisibility in the cornfield, the 
common infected are yeiy^ effectiye 
at getting up clhseandosur rounding 
theiSuryiyors. lhlring the panic the 
suryiyorS will probably shoot each 
other while trying to defeat the 
swarm. E^en if yourteani 
ages te kill only one 
suryWor here, it will greatly 
increase yeurchanceSof 
finishing them off during the 
finale. 


infected 


At the tractor, turn right to spot the farmhouse 
in the distance. For the quickest path to the 
farmhouse, race along the right side of the tractor. 
However, be prepared to hop over some of the 
damaged sprinkler equipment in the middle of 
the field. You also need to hop over the low fence 
at the edge of the cornfield. Pay close attention 
to these obstacles. If you get hung up on them, 
you could lag dangerously behind your team and 
present a juicy target for the infected. 



^PRTMA Official Game Guid^ 


Alternative Pathi 
Hay Shelter 


As you near the house a voice can be heard 
broadcasting over a radio. Enter the house through 
the front door and turn right to enter the room 
containing a radio. Proceed with caution. The 
infected know where you're headed and have 
probably set up in or near this room. Boomers are 
particularly difficult to handle in this small room. If 
you can avoid getting vomited on, use melee strikes 
until you're a safe distance away and can shoot 
them. Besides providing likely encounters with the 
infected, the room contains ammo, first aid kits, and 
weapon upgrades. The radio on the table repeats 
the same message, prompting survivors to respond. 
Once the room is clear, interact with the radio to 
contact the military. They're surprised to hear from 
you. The voice on the other end advises your team 


Instead of turning at the tractor and 
heading directly to the farmhouse, consider 
continuing past the tractor in a straight line, 
advancing toward this large hay shelter. This 
path is longer, but the visibility is slightly 
better, allowing your team to spot and jump 
over the sprinkler equipment more easily. 
Once you make it beneath the shelter, turn 
right and make a beeline for the farmhouse. 


Farmhouse 





Upon exiting the cornfield, head straight for 
the farmhouse's front door. There may be a few 
common infected wandering around outside, but 
don't worry about clearing them all. Shoot any that 
get in your way and keep moving until you're inside 
the house. Be careful not to get too far ahead of or 
behind your teammates. While speed is essential 
when racing through the cornfield, it isn't quite as 
crucial outside the farmhouse. If necessary, hold 
outside the farmhouse and wait for teammates to 
catch up before entering. 



to prepare for evacuation — you're to radio back 
when you're ready for extraction. 


Iftfeeted 



GipintiMally har^S the^survivoT^^ 
while they're in the room with the 
radio andMppli^slTfer 
weapons, and fiTst aid kit provide 
ample distraetiohs, sometimes 
allowing Boomers and fflanterS to 
infiltrate the rooni and attack — the 
Outside wall can be knocked down to 
create n new entrance,^ But d Smoker 
can attack without even entering the 








Finale Preparation 




With the exception of gathering ammo and healing, 
there isn't much your team can do to prepare for 
the finale. However, it is important to stake out a 
location — consider choosing one of the upstairs 
bedrooms as the site of your standoff. While it may 
seem ideal to hold in this room with the radio and 
supplies, there are far too many entry points to 
cover in here. If you're staying inside the house, 
equip most of your team with auto shotguns 
(though maintaining a mix of assault rifles and auto 
shotguns works well too). When you're stocked up 
on ammo, weapons, and first aid kits, interact with 
the radio to tell the military you're ready for pickup. 
They won't arrive for a few minutes, so your team 
will have to hold out until then. 


Finale 






Immediately after contacting the military, rush 
upstairs. The first teammate up the steps should 
turn around and cover the stairway while the rest 
of the team climbs to the second floor. The second 
teammate to the top of the stairs should enter the 
boy's bedroom, on the right side of the hall, and clear 
it of any infected. Get everyone inside the bedroom 
as quickly as possible — the last teammate in should 
shut the door. This particular bedroom is a good 
defensive position. For one, it's upstairs, making it 
harder to reach than the rooms on the first floor. 

It has only three entry points: the doorway, the 
window, and the hole in the wall connecting to the 
adjacent bedroom. If your team is at full strength, 
you should have no problem locking down this 
room. Assign three teammates an entry point to 
cover while the fourth teammate roves, providing 
assistance wherever it's needed. 


The window is the most dangerous spot to cover, 
so don't turn your back to it. For best results, 
cover the window from an oblique angle, blasting 
anything that attempts to enter. Standing directly 
in front of the window may make it easier to target 
zombies climbing up to the roof, but it also makes 
you an easy target for a Smoker outside. If anyone 
is pulled out the window, your team's entire 
battle plan goes out the window too. Staging a 
rescue outside the farmhouse may be too risky to 
undertake, especially early during the finale. So 
weigh the pros and cons of going after a teammate 
who's been pulled outside. It may be better to let 
him or her go rather than to risk the entire team 
while attempting a rescue. 
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Imeeted 


T^ks provide jtoui^ teajn with the be^ 
chance te inflict hea:0 damage oii the 
'survivors! Wheh yPh get the en^sc^ 
notice that adeammate tei Set te sp^ri 
as a Quickly foriimlate ah attack 
plan! liet the Tank lead ofl the attack^^ 
while everyone else follows closely 
behind! can hut targets and ge after; a 
separate Survivor in an attempt te pin, 
snare, br incapacitate the entire teani 
at once.|fthe ®BnterS and Smokeh 
de their job! the Tank will ha^ 
easier time Surviving and attacking 
anyone ydm'SStillStanding.Tfipl^ing 
as the Tank, try to corner aSurvivor 
tapummel^ehSelesSi Remember! aH 


yeu have to do is incapacitate 
ithe team te bring the round te 
^ an end; Se after downing one ; 
target! move oh te a ne\^ one 
until alt the Survivors are down 
fortheceunt. 


tfitheSurvivors have fortified 
themselveson thesecond flooh it cah 
be teugh te get te them! lour best 
chancels acoordinated attack from 
multiple directions, tiet in contact 
with yeurdeammateS and tell them 
where yea plan te attack from;Tfcthe 
Survivors are in one ef the bedrooms 
tryre hit themsimultaneehsly from 
f^the doorws^S and windows! 
IfipeSsible, get a^Beomer inte 
attack range se yeur team can 
[benefit from theSubsequent 
swarm attack. 


Ifffeeted 


At some point your team will face at least one 
Tank attack. Suppress the urge to jump out a 
window; stand your ground on the second floor. If 
necessary, retreat to other rooms or down the hall, 
but don't leave the second floor. If your team acts 
quickly, you can down the Tank easily. But once he's 
down don't let your guard down. Tank attacks are 
usually followed or accompanied by other infected 
bosses attempting to rush your team. So be ready 
to confront these attacks and return to the boy's 
bedroom to resume your defense. 




^ y— 

At some point during the siege, you might have to 
head downstairs and stock up on ammo or first aid 
kits. Never go downstairs alone. Instead, have the 
team regroup and move downstairs together, even 
if some of the teammates are well stocked on ammo 
and health. Staying together benefits everyone and 
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jrevents the infected from scoring easy kills. After ' * * 
retrieving supplies, head back upstairs and wait for 
the APC to arrive. 




As the military's armored personnel carrier draws 
near, one of the survivors mentions its impending 
arrival. This is followed by the thundering sound 
of a diesel engine approaching outside. When you 
get these audible cues, get outside as quickly as 
possible. If you're upstairs, hop through a window. 
If you're downstairs, rush out the front door and 
turn left — the APC parks between the farmhouse 
and the barn. The sound of the APC has caused a 
large swarm to attack, so counter it by tossing pipe 
bombs away from the APC — this will help your 
team secure a clear path to the APC's rear ramp. 
Keep an eye open for infected bosses looking to 
pick off your teammates. Survivors incapacitated, 
snared by a Smoker, or pinned by a Hunter will 
be left behind when the APC is boarded. So make 
sure everyone is on their feet before stepping 
inside the APC. Once everybody is inside, the ramp 
closes and the APC zooms off into the sunset, 
leaving the infested farmhouse behind. Great job! 


Wheii theJtf’©OTriv^ilset 
the farmhouse and barn and wait for 
th^iSurvivoTS th exit-ifithe 
and Smoker caM pin and eitsnare a 
few of th^lsurvivoTs, there^S a good 
chanoP they’ll bes left behind as the 
rest of thedeani hoards theJ®©and 
. r i I Jtakespft This last-minute 


f taetiO iS a great way to 
reduce the opposing teani'S 
aurvivalUiultiplieriwheh the 
final score is tabulated. 


Barn Standoff 






Another good place for the survivors to 
hold out during the finale is the barn next 
to the farmhouse.The barn's loft contains 
ammo and only two entry points: the loft's 
ladder and the hole in the roof. A team of 
four survivors can easily lock down the loft 
without the fear of running out of ammo. 
Another benefit is the APC's proximity 
when it arrives — simply drop out of the 
loft and step inside. 


t 
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lAchievement 

Description 

1 Value 1 


Burn the Witch 

Light a Witch with a Molotov. 

10 


Clean Kill 

Shove a Boomer and then kill him without him 
splashing on anyone. 

10 


Dead Giveaway 

Heal a fellow Survivor when your own health is 
below 10. 

10 

0 

Dead Stop 

Punch a Hunter as he is pouncing. 

10 

- 'f 

:j| ' 

Hero Closet 

Rescue a Survivor trapped in a closet. 

10 


Hunter Punter 

Shove a Hunter off of a pinned and helpless Survivor. 

10 

-ii 

Spinal Tap 

Kill an Infected with a single blow from behind. 

10 


Towering Inferno 

Light a Tank with a Molotov. 

10 


Brain Salad 

Make 100 headshot kills. 

15 


1 Dead Baron 

Survive the Dead Air campaign. 

15 


Grim Reaper 

Survive the Blood Harvest campaign. 

15 


Mercy Killer 

Survive the No Mercy campaign. 

15 

£0 

My Bodyguard 

Protect any Survivor from an attacking Infected 50 
times. 

15 


1 No Smoking Section 

Kill 1 0 Smokers as they are pulling helpless Survivors. 

15 


Toll Collector 

Survive the Death Toll campaign. 

15 

1D1 

101 Cremations 

Set 101 Infected on fire. 

20 
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Value 


Achievement 


Leave a safe room to save an incapped teammate and 
bring them back safely. 


Barf Bagged 


Cover four Survivors with Boomer bile at once, 


Drag a Survivor 1 00 feet with your tongue. 


You or another Survivor take no damage after being 
vomited on by a Boomer. 


Constrict two Survivors in one life as a Smoker. 


Chain Smoker 


Dole out 5000 total Survivor damage as a Special 
Infected. 


Dead Wreckening 


Sneak past all Witches in a campaign without 
disturbing one. 


Do Not Disturb 


Pounce two different Survivors in one life as a Hunter. 


Double Jump 


Rescue a Survivor from a Smoker's tongue before he 
takes damage. 


Heal 25 Survivors with a first aid kit 


Field Medic 


Helping Hand 


Revive 50 incapacitated Survivors 


Headshot a Hunter while he's leaping 


As an Infected, incap a Survivor who has entered and 
left a safe room. 


Lamb 2 Slaughter 


No-one Left Behind 


Beat a campaign with all 4 Survivors 


Pharm-assist 


Give pain pills to 1 0 Survivors, 


Blow up 20 Infected in a single explosion 


Pyrotechnician 


Kill 1000 Infected with a mounted machine gun 


Stand Tall 


Survive a campaign without being incapacitated 


[duidAdiqDX/ 1 1 
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Achiavemant 


Stomach Upset 


Dascription 


All Survivors complete a campaign without being 
vomited on. 



Tankbusters 
* ' J 

' ' m Tongue Twister 


Kill a Tank without it dealing any damage to a 
Survivor. 

Free yourself from a Smoker who has grabbed you 
with his tongue. 


20 


20 

20 


1 

Witch Hunter 

Kill a Witch without any Survivor taking damage from 
her. 

20 


Zombie Genocidest 

Kill 53,595 Infected. 

20 


^ Akimbo Assassin 

Survive an entire campaign using only pistols. 

30 

0' 

All 4 Dead 

Kill all four Survivors in one life while playing as a 
Tank. 

30 


CrOwnd 

Kill a Witch with a single headshot. 

30 

P'k 

Ground Cover 

Save another Survivor from a Special Infected while 
on the ground. 

30 

Man VS Tank 

Single-handedly kill a Tank. 

30 

^ 4 ^ 

Nothing Special 

Survive a campaign with no Survivors taking damage 
from Special Infected. 

30 

p 

Safety First 

Play an entire campaign with no Survivors taking 
friendly fire damage. 

30 

f 

Unbreakable 

Finish a campaign without ever being healed. 

30 

PMI 

Untouchables 

No Survivors take damage after contacting the rescue 
vehicle. 

30 

teJ 

Zombicidal Maniac 

Survive any campaign on Expert. 

30 


What Are You Trying 
to Prove? 

Survive all campaigns on Expert. 

35 




TOTAL: 

1000 







